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THE CREDITS 

All of tht usual stuff is on page 3 but here 
are the people who mode this issue possibk- 

Les tiling ham did the editing, layout etc, 

Sandy looked after the advertising 

Storey did all those things araund the office 
without which we would not survive (espe- 
cially making the Editor's coffee!) 

Special thanks to John Bp rnsley who did a 

lot of the peparaUiry work for this issue. 

the Regular Contributors, who provide the 
backbone of the magazine and can general- 
|y be relied upon to come up with aood 
articles and reviews, are — 



Garry frond* 
Matthew fanes 
fohn Davison ]r 
Paul Rixan 



Mark Hutchinson 
|ohn Davison 

John Sweeney 
Damon Hnwarth 



All other contributors for this issue are Indi- 
vidually credited alongside their articles or 
programs. Thanks to everybody for sharing 
their work and enthusiasm with other Atari 
users 

This issue is dedicated to all those committed 
readers and contributors who wrote or phoned wtth 
encouragement and support when this issue did 
not appear when it should have done and to ail 
those who were happy *° Without your sup- 
port this issue may never have appeared. Coring^ 
about what you produce is, unfortunately, not the 
way of the world nowadays but Page 6 will carry 
on caring about Atari in its own unique fashion 
long after others have lost interest, even if it does 
have its problems! 

Serious? Vou bett But Atari is supposed to be 
fun as well isn't It? 

The next issue of PAGE 6 could feature 
YOUR article or program, so SEND IT INt 



PAGE 6 shows just *hat you can do with your Atari. With 
the exception of final output on a Unotron and use of a 
peon? camera for the listings and photos, the magazine Is 
prepared entirety with Atari based equipment and soil™* 
- not a Macintosh or Jfi.W in tight! Hardware used include 
J JOJtE 1050 disk drive, 810 dr.vk drive, i 10 cassette 

c asitmaltrH. &SO Interface, Sf-C &Q21 printer. 1Q40ST. 
SMI 24 Monitor. Atari SH20A hard disk drive, Cwnana I 
mrg disk drive. f.pson RX 100 printer. Kyotera laser printer, 
KSkmtuttcr printer barter. Software incudes Supenznpt, 
Turbo Bask. Kermii. PC /nlrrwmm, TARl' TALK, Print Wrz, 
PC Intercomm. STWrirer, Protent and Tket Stmt Publisher. 
Artlcks arid programs submitted on XL/XE disks ore sub- 
jected to vanatts aw torn written programs before being 
transferred across to the ST via TARI-TALK. Ail m^or 
rating is done with Protexl and pages are laid out w\tn 
Fket Street Publisher. A disk with the finished pages Is sent 
up to Ihe Setting Studio in Newcaitie fa typesetting bureou 
who rea\tv know what they art doing with the ST? to be 
output on a linotmn 300 and. hey presto, finished pages 
art «nr back, it reatly does work ■ at iast! AU that a left U 
, ?o drop in Ihr hxtings end phcHov Wett. it't not quit* as 
I easy as that, but you get the idea! 



WELCOME BACK! 

[ hope that you are as pleased as we are 
that the problems experienced in recent 
months have proved to be only temporary 
and that PAGE 6 Is back on a regular 
schedule. With a fair wind we should now 
sail on forever! Regrettably we have hud to 
increase the cover price to £1.50 not least 
because the cost of paper and printing has 
gone up three times since we set the pre- 
vious price! Hopefully il won't hurt too 
much! 

Your letters and calls of encouragement 
during the troubled times were certainly 
appreciated, it's nice to know that those 
Atari owners we started off with almost six 
years ago, and those who have discovered 
Atari in recent years are still as dedicated 
as always. Without your support 1 may 
have decided that all the effort was not 
worthwhile but, fear not, PAGE 6 is here to 
stay and will continue to bring you the 
same sort of in-depth coverage that you 
may not find elsewhere even though this is 
not the type of thing that brings the mass 
audience. Judging from the style of many 
of the successful computer magazines now 
around it seems that it is not what is said 
that Is important but rather how colourful 
the pages are and how up to date or 
ahead the reviews are. It seems that the 
recipe for success nowadays is to review 
something that is not yet out, even if it 
means cribbing the advance packaging 
notes, and dressing the whole thing up 
With lots of colour. You will know that the 
PAGE 6 style is far different, indeed we 
may review software that is six months old 
or more, but the crucial difference is that 
in all of our in-depth reviews the reviewer 
has played the game for a long time and 
writes from your point of view rather than 
that of a journalist. If a game is good 
enough, it will be around for a long time 
and we believe that a good review is valid 
even if everybody else has reviewed the 
software before. So stick with PAGE 6 for 
the In-depth stuff, but also let us know 
what else you would like to see. This issue 
we have a survey so that you can tell us 
what it is you would like to see in future 
issues. I apologise for the waste of a page 
but we have been putting this survey off 
for a number of issues and, give the cur- 
rent state of the Atari 8-bit market, 1 feel 
that it is important that we discover your 
feelings. Please take a little time out to 
complete the survey , it la important, 

SUPPORT 



Mention of the current state of the 8-bit 
market brings me on to another matter 
that needs to be aired and that is the level 
of support that you give to those com- 
panies who are gamely hanging on and 
producing new 8-bit software. Two such 



companies are Zeppelin Games and Atlan- 
tis software who remain committed to the 
8-bit market and release regular titles, 
Zeppelin, in particular, are to be commen- 
ded in bringing out Oraconus as a full 
price title in a market dominated by distri- 
butors and retailers who are only interes- 
ted in selling volume low cost items. To 
introduce a full price Atari range now is a 
brave step indeed but it shows that there 
are people who still care about your 
machine and it is vitally important that, 
in turn, you let them know that you 
appreciate their support. We have not 
been able to review Oraconus in rime for 
this issue but if the game is anywhere near 
the standard of Zybex, then it is likely to 
be another gem. Seek it out, along with all 
other new Atari software you can find r buy 
it if you like it, but don't stop there! If you 
buy the games direct from the publishers 
they will know of your interest but if you 
prefer to buy from your local dealer or a 
mail order supplier they might never know 
so why not drop the likes of Zeppelin and 
Atlantis a line every time you buy one of 
their games? Tell them that you appreciate 
their support of your machine and tell 
them how good (or bad!) you thought the 
game was, believe me they will appreciate 
the feedback no end. 
With a little time and a second class 
stamp you can ensure that companies 
continue to support your machine. With- 
out your feedback these companies may 
assume that the interest is no longer there 
and may decide, as many others have 
done, to go over to other machines and 
that's not what you want is it? Buy the 
software and then pick up a pen. 

A NEW STYLE 

At last the dream appears to have come 
true! This issue (fingers crossed!) will be 
produced fully on Atari equipment right 
from conception to typesetting and layout 
thanks to a typesetting bureau colled The 
Setting Studio who actually know what 
they are talking about with regards to the 
ST and Fleet Street Publisher. What a joy it 
is to talk to someone in business who 
actually understands what 1 am talking 
about! Desktop Publishing is now part of 
the lifestyle', with dozens of dedicated and 
expensive systems around. Thousands of 
people are now copying the notes from 
their Filofax and producing new mugs' 
{entirely DTP you know!) but few have 
been able to produce work that looks as 
good as that produced by conventional 
means. I may be putting my head on the 
block (since I haven't actually seen the 
results as 1 type this!) but it looks as if the 
cheap and humble Atari ST is the machine 
that can really produce the results. 
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ATARI 
USER 



STOP PRESS ... 
... STOP PRESS 

A NEW LOOK MAGAZINE 
TO CONTINUE SUPPORT 
FOR YOUR 8 BIT ATARI IN 
THE YEARS AHEAD 



Literally in the last couple of days before this issue went ti> press PACK 6 completed 
discussions with Database Publications which resulted in an agreement for PA(iK 6 lo 
take over the ATARI USER title and so produce a combined magazine that will continue 
to provide ongoing support for the Atari XL and XE computers. PAGE 6 readers need 
have no concern about major changes in the format of the magazine which will continue 
to support ATARI users in the way it has always done - the best of ATARI USER will 
be incorporated in PAGE 6 to provide the very best and the ONLY national magazine 
to support your computer. 

Look out for the new PAGE 6 ATARI USER on sale 19th JANUARY 

Come and have a chat about our plans at the Atari Christmas Show! 



SUNARO 

FREEPOST, PO BOX 78, MACCLESFIELD, CHESHIRE SK10 3YB 

(no stamp required^ Telephone (0625) 25228 



DRACONUS 
C.E8.95 D.E10.95 



XL/XE ROMS 



AMERICAN FOOTBALL 

ARCHON 

BALL BLAZER 

BLUE MAX 

DREADNOUGHT FACTOR 

■1 r r o 

1 ODER UNNER ' 

MOON PATROL 

PITFALL 

PITFALL II 

RESCUF ON FRACTULAS „ 

RIVER RAID 9.95 

TENNIS 9.95 



H.95 
14.95 

9,99 
9.95 

14.95 
2 95 
9.95 
9.95 

14 95 



ATARI ST 



ELITE 19.95 

LANCELOT 15.95 

OVFRl ANDFR 15.95 

STARGLIDER II ,.. 1995 

STOS 2995 

SUPER HANG ON 15.95 

WHIRLIGIG 15.95 

VIRUS 15.95 



XL/XE CASSETTES 



ACE OF ACES 

ATARI ACES 

AMERICAN ROAD RACE . 
DECATHLON 

euro super soccer ... 

extirpator 

four great games iii . 
fouh g heat games i .* 

FOUR GREAT GAMES II ... 

GAUNTLET 64k 

GRAND PRIX SIMULATOR 

LEADER BOARD 

LEAGUE CHALLENGE1 ... 

MIRAX FORCE 

PLATFORM PERFECTION . 

QUARTET GOLD 

RED RAT DOUBLE I 

RED RAT DOUBLE II 

ROGUE 

SHOOT EM UPS 

SPEED ACE 

SPY VS SPY TRILOGV ... 
WINTFR OLYMPIAD 88 ... 
ZYBEX 



6.95 
1 95 
1.95 
6.50 
l 95 
395 
3.95 
3.95 
2.95 
1.95 
6.50 
1 95 
695 
6 95 
3.95 
3-95 
3 95 
1.95 
6 95 
2.95 
6.95 
8.50 



XL/XE DISKS 

DRUID 

EURO SUPER SOCCER 

M5 STRIKE EAGLE 

FOUR STAR GAMES l ... 

FOUH STAR GAMES II 

GAUNTLET 64k 

GUILD Of THIEVES 64k 

GUNSLINGER 

JEWELS OF DAHKNESS 64k 



12.75 
1275 
12.75 
595 
5 95 
12.75 
1 6.95 
12.75 
12.75 




RAMPAGE 

C.£8.95 D. £12.95 



LANCELOT 
C & D £12.95 



KENNEDY APPROACH 

KNIGHT OHC 

LEADERFJ0ARD . 
MIRAX FORCE 
MINI OFFICE II 
NIGHTMARES 
RED RAT DOUBLE 
RED RAT DOUBLE II .... 

SILENT SERVICE 

SPINDI2ZY 

SPY VS SPY TRILOGY . 
TEC HN ICO LOUR DREAM 

TIME £ MAGIK 

WINTER OLYMPIAD B6 




ORDER VIA 

MICR0LINK 

72:MAG&0623 



Please add 50p handling to all orders under E5. 
Cheques/PCVs payable to: SUNAHO SOFTWARE 
Girobank T ran seas h to account: 664 6638 
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XL/XE MEANS BUSINESS 



Although there are a number 
of owners who have used their 
XL/ XL systems for business pur- 
poses over the years it is prob- 
ably fair to say that there are tar 
more users who do not realise 
just how powerful the Atari can 
be in business applications, 
l^ograms such as Synfile and 
Data Perfect have been avail- 
ahle In the past but now there 
is a fully integrated business 
package available in this coun- 
try' from Computerhouse. 

TURBOBASE has received rave 
reviews in the States, not least 
for its compatibility with Data 
Perfect and Synfile, but it is 

muLh more 111 at just another 



database, Turbobase features 
three relational databases, a 
word processor, spreadsheet, 
full accounts system, report 
generator, invoicing, inventory/ 
stock control, payroll, a flexible 
mailing system and more and is 
available in both 40 column 
and 80 column versions. 
Sounds too good to be true but 
the product was awarded an 
'Outstanding Product' award by 
ANT IC magazine and has re- 
ceived excellent reviews in that 
magazine and others, one call- 
ing it 'the most powerful busi- 
ness package for any 8-bit com- 
pute^ including the 8-bit 
JBMs\ The program comes with 



a 700 page manual including a 
Quick course and Cookbook 
and must surely be considered 
for any small businessman who 
owns an Atari XL or XE. 

The 40 column version retails 
at £119 and the 80 column at 
£129. Congratulations must got 
to Computerhouse for having 
the enterprise to make this type 
of software available and we are 
sure that they will be happy to 
provide you with further infor- 
mation or answer any ques- 
tions. Computerhouse can be 
contacted at 14, Rom ily Court, 

Undridge Road, Fulham, Lon- 
don SW6 4LL. Their telephone 

number is 01 731 1276. 




ATARI COMES TO GREENDALE 




Now here's a piece of software that will have a lot of small Atari 
owners jumping up and down and fighting mum and dad for the 
computer! Alternative Software have secured the license to the 
popular Postman Pat and have announced that an Atari 8 bit 
version will be released, hopefully in time for Christmas. Alterna- 
tive say that they will produce a game that will appeal to all age 
groups as, in addition to the younger person's option, the game 
has been written in such a way that it can be treated as a serious 
game for adults. True family games on the Atari have been few 
and far between and this could well become a family favourite. 

A NEW RANGE OF XL/XE SOFTWARE? 



WATCH 
TV! 



Remember the TV commerciols 
lost year for the ST? Well this 
Christmas Atari promise, In 
addition to the ST advertising, 
a £400,000 TV campaign for XE 
games system and the VCS. 
Note the words 'games system' 
for the commercials are unlike- 
ly to promote the XE in the way 
that most PAGE 6 users will 
know that it can be used, hut 
the mere mention of the XL 
computers must be a benefit, 
particularly as the software is 
identical. Besides creating pub- 
lic awareness, publicity of this 
sort encourages software houses 
to keep supporting the machine 
and that can only be of benefit 
to every Atari user. 



Any Atari 8 bit owner who 
went along to the PC Show in 
September would have been 
sorely disappointed but 
amongst the millions of bits of 
paper lying around was a very 
interesting leaflet from 
KEYPUNCH Software, Included 
in the range was a number of 
XUXE titles, none of which 
appear to have been released 
over here before. The list in- 
cludes Gambler, Run For The 
Money, Strategy Simulations, 

6 P«g<* & Isine 15 



Adventure Pak, Space Games, 
Arcade. II, Greatest Hits, Fun in 
Learning, Fun in Numbers, 
Mind Mazes, Money Tools, 
Dungeons of Despair, Sports 
Spectacular, Arcade Bonanza 
and Action Adventures. 

All of the titles retail at £5.99 
although we are not sure 
whether they are disk or casset- 
te, at the time of writing we 
have not been able to get any 
further details of the software. 
Keypunch are an American 



company ond the UK order 
address is Keypunch Software 
Ltd., P.O. Box S74 r London, 
N21 3 II. We will try and bring 
you more details of what could 
be an interesting (addition to 
the ever decreasing range of 
new titles for the 8 bit In the 
meantime why not drop 
Keypunch a line to express 
your interest and let them 
know that we are all interested 
in knowing about new software 
for the Atari 8 bit. 



THAT'S 
A JOYSTICK? 

For the very first time, a joys- 
tick you can hang your coat on! 
If you turn the picture sideways 
you will get a glimpse of one of 
the new generation of futuristic 
joysticks from Konix called the 
Navigator. Konix claim that is 
the best joystick they have ever 
produced. First conceived over 
two years ago, the Navigator is 
suitable for left or right handed 
players and use^ niicroswikhes 
Mm Mar to i he popular Speed 
King. It also features Autofire 
and Konix claim that it will 
pass every conceivable wangle 
test. If you want one It will set 
you back £14.99 which isn't 
bad, as a designer coat hook 
would cost you at least twice 
that! 



ZEPPELIN 
FLYING HIGH 

Flushed with the success of 
their budget label, Zeppelin 
games have launched a new full 
price label the first title will be 
for the Atari 8 bit 

DRACONUS is the name of the 
game and it promises to be a 
blockbuster with a great deal of 
time and effort having gone 
into programming the Atari 
version. Asked why Zeppelin 
were launching a full price 
label, Derek Brewster stated 
that "With all the money spent 
on converting the title to the 
Atari, it would be totally uneco- 
nomic to sell it a budget price". 
Draconus will be a top selling 
garm 1 tor the Atari over (. hrisl- 
mas, why wait for the review, 
on the strength of ZYBFX - one 
of the best Atari games in many 
a year, you can trust Zeppelin 
and go and buy it anyway! 



GET AHEAD OF THE REST WITH PULsAr 

SOFTWARE LTD.T 



SPEED UP YOUR PROGRAMMING 
with 




TK- DPJ-TT DJfflEfHltn. 

THE NEXT DIMENSION 

The fast and versatile language 
lor the 8-bit Atari with a minimum 
of 48k memory. 

FIG FORTH comes with useful 
sample programs and can also be 
used with an ST MOUSE with no 
hardware modifications 

FIG FORTH DISK 
£14.95 inc. Postage 
FIG FORTH + MOUSE 

£35 inc. Postage 
FREE postage UK only 



PULS R 



NEW ON THE MARKET 

MOUSE 
HANDLER 

CAPABLE OF SMOOTH 
PRECISION DRAWING 



ST MOUSE with no hardware 
modifications for use on 
any 8 bit Atari 

ST MOUSE + 
HANDLER DEMO PROGRAM 

£24,95 inc, Postage 

FREE postage UK only 

PUBLIC DOMAIN 

SOFTWARE 
ALL DISKS £2.50 

Send SAE r for full price list 



OUR LATEST RELEASE 



PR0C0PY 



If you are tired of waiting for 
your games to load 

PROCOPY IS THE ANSWER! 

Procopy will copy tape/ disk 
/ and disk boot ROMs and 
save them to disk 
REQUIRES XL/XE 64k 



DON'T PLAY THE WAITING GAME 

ORDER PROCOPY NOW 

PROCOPY (disk) 
£14.95 inc. postage 

FREE postage UK only 



4 Church Hill Road, East Barnet, Herts EN4 8TB 
Tel. 01 -441 -0799 FAX No. 01 440 3474 



Send to; Pulsar Software Ltd. 4 T Church Hill Road, 
East Barnet, Herts. EN4 STB 

Registered No. 2230340 

Name 



Credit card expiry date 

Signature 

Date 



Address 



OR I enclose cheque/postal order for E 



Daytime Tel. No. 



Postcode 



Cheques/postal orders should be crossed and Co/ and made 
payable to Pulsar Software Ltd. 



Please debit my Access/Visa card account number 

□□□□ □□□□ □□□□ □□□[! 

the grand total of £ 

Phoned order service for Access/Visa 01-441-0799 



(Allow 28 days lor delivery i 


Item Price 


Oty 


Total value 

£ P 


FIG FORTH DISK 


£14.95 






FIG FORTH +■ MOUSE 


£35.00 






MOUSE HANDLER 


£24 95 






PROCOPY 


£14.95 






Public Domain 


£2.50 each 


Attach list 
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JINXTER 

Reviewed by John Sweeney 



In the beginning was The Pawn which 
turned out to be a reasonable adventure, 
but with quite a few flaws and nothing 
like as good as it was claimed to be. They 
say you learn by your mistakes, and, for- 
tunately for all us adventurers, Magnetic 
Scrolls seem to have done just that! Their 
second game, The Guild of Thieves, was 
excellent and so is their latest offering - 
Jinxter, 

You know you are in for lots of fun when 
you boot the game and instead of the 
usual boring copyright notice you get: 
"Version 1.0. And a jolly good version it is 
too. All rights reserved. We really mean it. 
No messing! \ The game Is packed full of 
humour - just try examining a wall or the 
path in the garden - the responses are 
superbl There are also some nice little re- 
ferences to other adventures - dogs eating 
microscopic space fleets and mailboxes 
coming to life! You will meet some very 
strange characters, especially the Guar- 
dian who recruits you to do a little job for 
him, tt) be precise he co-opts you as Spe- 
cial Consultant to the Investigative Sub- 
Committee of the Interdepartmental Steer- 
ing Committee of the Working Group of 
the Standing Committee on Administra- 
tive Administration and Internal Affairs 
to: 

* Locate five missing enchanted Charms 

* Gain access to the enchanted Bracelet 
of Turani 

* Reassemble the Charms on to the 
Bracelet 

* Utilise the power of the Bracelet against 
the Green Witches 

Unfortunately, the Green Witches have 
bribed members of the public to conceal 
the Charms (so don't expect a lot of help 
from the locals!) and the Bracelet seems to 
have disappeared completely. 
Jinxter is basically a straight forward text 
adventure, with Magnetic Scrolls' usual 
high quality pictures - great if you like 
that sort of thing - but personally I turn off 
the pictures fairly early in order to speed 
up responses and make more room on the 
screen for text. 1 usually turn them on 
again once I have solved the puzzles, then 
just run through all the locations to have 
a look at the pictures, certainly some of 
them on the ST are very impressive. There 
are some extra commands to vary the 
picture presentation on an ST Mono 
screen, but 1 haven t seen the results. The 
ST also has a TV.XTS1ZE command so that 
you can choose small characters for a 
monitor or large characters for a TV. 
Other useful facilities include the ability 
to edit your input, recall the last com- 



mand, and (on the ST) define a function 
key as a command (e.g. make Fl mean 
GET ALL). Lots of abbreviations make 
most of the common commands very easy 
to input, including Z for WAIT which 
Ruled to get into the documentation! 
The packaging is excellent and includes 
comprehensive coded hints in case you get 
stuck, and there is certainly plenty of 
opportunity for thaU The game starts off 
fairly sequentially as you find your way to 
your own house, then past various dangers 
such as wild bulls and barbed wire to your 
friend Xam's house. There you find the 
Lagoon and a major problem of how to 
cross it - it's too cold to swim, the boat is 
rotted and the canoe Is holed! 
Once across the lagoon the game opens 
up a bit as you now have a whole village 
to explore ■ post office, pub, bakery, clock- 
maker and the beautiful carousel illus- 
trated on the box cover. There are lots of 
interesting puzzles to solve as you search 
for the missing charms, however by now 
you should have acquired a couple of 
them and these are pretty powerful magic 
in their own right - allowing you to cast 
spells such as Freeze and Animate The 
Guardians are not very good at remember- 
ing words so the charms (and indeed any- 
thing the Guardians talk about) tend to be 
referred to as doodahs, thingys, ooiimys, 
watchercallits and doofers. All you have to 
do Is "find the wossname, say the doodah, 
and thing's your wossname. Charm. 
Word. Bob, Uncle. Narmean?" 
Despite his failings in the memory depart- 
ment your own persona! Guardian is ex- 
cellent at his |ob, i.e. guarding you! He 
appears whenever you are in danger of 
dying and ensures your survival, usually 
in an entertaining manner, thus avoiding 
all those boring deaths and RESTORES pre- 
valent in so many other games. He also 
often appears when you are stuck and 
offers the odd hint, especially if prompted 
with the right question, assuming you can 
actually get his attention away from his 
obsession with cheese sandwiches! 
The latter parts of the game are also a 
little bit sequential as you finally locate 
the bracelet and attempt to defeat Ms |an 



nedor Nasty, 186 who is behind all your 
tmubles, but finding the correct route is 
not easy - there are lots of red herrings, 
and lots of opportunities to miss some- 
thing along the way. Some things you 
only get one chance at, so if you are really 
stuck it is well worth playing the game 
through from the beginning again In case 
you can spot something you missed or 
ways to interact with any of the strange 
events that occur throughout the game! 
As far as play ability is concerned I found 
Jinxter a lot less frustrating than Magnetic 
Scroll's previous offerings in terms of get- 
ting it to understand my input. I found a 
few minor niggles and inconsistencies but 
nothing enough to detract seriously from 
the game - just beware if a match blows 
out - get rid of it - the game has great 
difficulty working out which match you 
are referring to next time you try and light 
one! My only real disappointment was in 
the final defeat of Jannedor and the subse- 
quent events. Even in retrospect I don't see 
why casting that particular spell in that 
way at just the right time should have that 
effect, or how you are supposed to work 
out that you should try it - even though 
the result lets you know you are on the 
Tight track and, amusing as the ending is, 
it was still a trifle too obscure for me! 
Nonetheless Jinxter is an excellent game 
for all fun-loving, puzzle fiends. It hangs 
together well, has lots of great atmosphere 
and humour, and is thoroughly recom- 
mended for the ST where its sub-second 
response times make it extremely play- 
able. Unfortunately on the XL/XE the re- 
sponse times are similar to those in The 
Guild of Thieves - 30 seconds average until 
you turn off the pictures, and even then 
the response times fluctuate wildly from 4 
to 20 seconds, often around 10 to 12, but 
with frequent 20s, I found this made the 
game almost unplayable at times - If you 
type a few commands into the key-ahead 
buffer you can get some very long waits! 
(It would also help if they made the buffer 
bigger - it certainly isn't adequate at the 
moment!) There are plenty of equally good 
games from other companies without this 
frustration, but if you want to play |inxter 
on your 8-bit machine then we should at 
least be thankful that Magnetic Scrolls are 
still supporting the good old machines. 
The next one from Magnetic Scrolls is 
apparently quite a different type of game 
"Corruption" - deceit and intrigue in the 
world of High Finance - but as long as 
they keep up this kind of quality I'm sure 
we won't be disappointed! 



Available for both Atari XL/XE and ST 
Published by Magnetic Scrolls/Rainbird 
ST version - £24*95 
8O0/130XL(sic) version £19.95 
requires 1050 Disk Drive 



HOW TO TYPE IN THE LISTINGS 
and get them right! 



The program listings in PAGE fi <i re prepared carefully to ensure that 
they can be typed in as easily as pvwMe, Before typing any listings 
ensure that you am familiar with the UM of the Shift and CONTROL 
and INVERSE keys as outlined in your computer manual. The listing* 
are pmpared to match exactly what you see on screen. Every character 
that you may see in a listing is included in the chart below for cross 
reference. By using TYPO 3 you can ensure that you type in the 
programs EXACTLY as they are printed. H* member, a singh- tvjnny 
mistake may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each line of a program printed in PAGE 6 begins with a special two 
letter code THESE SHOULD NOT BE TYPED IN. They are used by the 
program TYPO ta check that you have typed each Hit* correctly. IF 
VOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING PLEASE 
DO SO NOW. The program can be used as you type in each line of a 
program or to check an already typed program The code for each line 
will match but if you have problems check the listing conventions 
below carefully, you are mail probably typing a CONTROL character 
Incorrectly. TYPO 3 cannot check whether a line has been missed so if 
you have problems in running a Listing count the Lines in the program 
and ensure none are missing, if the TYPO codes match and the 
program si ill does not run r LIST it to cassette or disk using LIST "Ct" or 
LIST "D: filename ', switch off the t omputer. re hoot ond then ENTER 
the program using ENTER C: or I . N r K R Difilcname" Save this 
version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can us* TYPO 3 to 
check itself (see 6 below) it may nol work if you have made 

2. SAVE or CSAVE a copy of the program. 

3. Each time you want In type in a program listing HUN TYPO II first. 
The program will install a machine code routine in memory and 
then delete itself. Now type in a line as shown in the magazine 
excluding the first two letter cade and press RETURN. 

4. A two letter code will appear at the top left of youT screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you hove just typed, move 
the cursor to that line and press RETURN. The code should now 
match, 

5. If the t:ode does not match, use the editing keys to correct the line 
and press RETURN again Repeat if necessary until the codes match. 

& To check a line you have already typed LIST the line h place the 
cursor on that line and press RETURN. 



7. When you have 
normal way. 



finished a listing just SAVE or CSAVE it in the 



Vou can type in a program without using TYPO 3 and then check it by 
SAVEing or CSAVELng a copy of the program, running TYPO 3 and 
then LOADing ar CLOADing your program and proceeding as in step 
6 above- 
Always SAVE or CSAVE a program before running it and always use 
TYPO before telling us thai a program will not run. 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



AL 2 nm * tvpo III by Alec Benson * 

* June 1985 * 
3ft 3 REM « A proofreader for ANTIC and * 

* PAGE 6 based on TVPO II * 

* published by ANTIC Hd9dZ in? * 

EL 4 HEM MMMMHWUHMMEH M Hit H " N H » X M * * N N N* M X * 
5G LOO GRAPHICS 6 

WG 110 FOR 1=1536 TO 17*1 : READ A:CK=CK+A: 

POKE IjAiKEHT I 
CG 120 IF CK039765 THEM ? "Error in OAT A 

statements - Check Typing" : END 
VM 130 A-USRC1536) 

UT 140 ? :? "TYPO III is up and running": 
NEW 

MA 1000 DATA 104,160,0,185, 26,3,201,63 
HG 1010 DATA 24 O , B , 200 , 2 DO , 20© , i 9 7 , J6 t £ tl « 
OB 1020 DATA 242 , 96 , 2©0 , 169, 79 , 153 , 26 , 3 
RK 1030 DATA 2 0 0 , , C , 1 5 3 , 26 , 3 , 16 2 , 0 

R« 1848 DATA 1 6? , 0 , 22© , 1 5 7 , 79 * 6 , 2 3 2 , 224 
TO 1050 DATA 15,208,245,169, 93, 14 1,83,6 
KC 1B60 DATA 169,6^141,64,6, 173,4,228 
EU 1O70 DATA 105,0*141, 95,6,173, 5, 226 
BK 10BO DATA 105,0,141,96,6,169*0,162 
KK 1090 DATA 3 , 149 , 203 , 282 , 16, 251 , 96, 9 
ZR 1100 DATA 0,0,0,0,0,0,0,0 
LD 1110 DATA 0,0,6, ©, 0,0, 32*94 
JM 1120 DATA 6*0,72,201,155,240,55,230 
TO 1130 DATA 203 r 1 33 , 20 9 , i 36 , 7 2 , 1 69 , 0 , 1 3 J 
TH 1148 DATA ? 0 8 , 162,8, 18, 38 , 208 , 6 , 209 
MF 1150 DATA 144,7,24,101,203,144,2,230 
RL 1160 DATA 208,202,200,239,133,207,24,1 
65 

T» 1170 DATA 204,101,207,133,204,165,205, 
101 

AH 1188 DATA 208,13 3, 285, 165, 206, 1©S, 8, 13 

3 

KH 1190 DATA 206,104,170,104,40,96*138,72 
MR 1208 DATA 152,72*162,8,134,287,134,208 
GF 1210 DATA 160,24,6,204,38,205*38,206 
tA 12 28 f)AT A 3 ft , 20 / , 3 8 , 28 8 , 56 . 1 65 , 207 , 2 3 3 
TM DATA 1 6 4 , 1 7 0 , 1 fcf. t 7 8 8 , 2 3 3 , 2 , 144 , 4 

5K 1240 DATA 134*207,133,208,136,208,227* 
162 

CO 125© DAT ft 8, 165,207 , 133, Z©4, 165,208, 6 
KN 1260 DATA 204,42,201*26,144,4,233,26 
MB 1270 DATA 230,204,20 2,208,242,133,205* 
169 

BC 12BO DATA 126 * 1 4 5 , 86 , 200 , 1 9 2 , 40 , 208 , 24 

9 

MY 1290 DATA 165,204,105,160,160,3,145*88 
OA 1300 DATA 165,285,24,105,161*208,145,8 
8 

MO 131© DATA 32,69.6,104,168,76,153,6 
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If you like solving Agatha Christie murder mysteries then this 
gripping adventure game was created for you for that is just 
what the idea is based on. It has the usual theme - a brutal 
murder hos been committed in a stately, residential hotel, each 
guest seems to hove a good motive for the crime, and you take 
on the role of detective, your task being to question eoch suspect 
and look for clues. Vou must use your powers of deduction to 
identify: 

The murderer 

The weapon or method used 
The motive 

At the end of the game your rating as a detective will be 
assessed as a percentage. Every question you ask costs points and 
making the wrong accusations will also lose you points, more so 
if you incriminate the wrong person! As you play the game 
you'll find that the characters in this drama are ordinary people 
with ordinary jobs, hobbies and personal characteristics, but 
each individual is different and, as in real life drama, it is these 
differences (or similarities) which cause friction and provoke 
criminal intent. They have personalities, too, some good, some 
bud, and you will soon begin to identify them as real people but 
be careful not to jump to conclusions. At the some time you will 
not score highly if you ask unnecessary questions, Choose your 
questions selectively based on the information you have, for 
example if the dues suggest that the murderer is a woman then 
it would be pointless questioning the men unless you find evi- 
dence to the contrary. The people have feelings, too, and what's 
more ten of the eleven are innocent and they won't be too 
pleased if you keep knocking on their door so keep your visits to 
a minimum or you'll lose points. 

At the heart of the program is a complex routine equipping the 
computer with a simulated human intelligence which enables it 
to understand how people's characteristics conflict. It assesses the 
nut arc of the ill- feeling that would result and classifies it into one 
of four categories which constitute the four principal motives for 
murder: 

1. A Tierce argument, 

2. Ill-feeling, grudge or revenge. 

3. Robbery, 

4. Sex-related such as infidelity or promiscuity. 



MO 



FOR MURDER 



Argument motive is affected by - finondaJ problem* - 
poverty, people living together, car-parking disputes. People 
with pets or noisy hobbies are provocative to those who 
havent. Also their personality - hot tempered, cruel, brave, 
noisy, selfish or bossy. 

Grudge motive Is affected by - wealth, smoking and 
house-pets - in each case the have-nots have a grudge against 
the haves. Also persistent noisy hobbies and people who are 
jealous, noisy, bossy, selfish, hot-tempered, slanderous, prom- 
iscuous, immoral or cruel especially people of the same sex. 

Robbery motive is affected by - the difference in people s 
financial or materia! wealth. Also personality - brave, dishon- 
est, greedy, materialistic, boastful and strong but note that 
people are reluctant to rob someone who is strong. 

Sex motive is affected by - personality ■ promiscuous, 
immoral, greedy dishonest, boastful and jealous. Members of 
the same sex due to their partner's infidelity or two-into-one' 
situations. People of opposite sex but not sharing the same 
room - promiscuity. 
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HOW THE GAME WORKS 

A victim is chosen at random, then thi 1 computer compares his 
(I will use the word 'his' for convenience) character profile with 
the profiles of the eleven other guests. By means of its artificial 
intelligence the computer then evaluates, on a points system, 
each suspect s murder potential The suspect with the greatest 
potential is naturally chosen to be the murderer. Normally he 
will appear to have more than one motive in which case the 
computer selects the one with the highest potential. When play- 
ing the game you virtually have to make the same comparison 
and assessment except that the computer helps you by leaving 
clues. These may help to identify the killer s sex, job, hobby and 
characteristics. Usually five clues are found at the murder scene 
but one of these may be a red herring. Sometimes the murderer 
himself will provide an extra clue but this will always be bogus 
to try to put you off the scent. If less than five clues are found 
then that's because there are none to leave. For example if the 
murderer smokes then he may leave a fag-end, if not then no 
such clue will be left, so shortage of clues is a clue in Itself - he 
mcjy be a non-smoker. There are two other possibilities. The 
weapon or method used will be something connected with the 
murderer's job or hobby but the butler has access to the hotel s 
master keys and may 'borrow' anyone's weapon while they are 
out. One of the female guests, by virtue of her job, may be 
invited into the victim's room and so may use one of the victim's 
own weapons. The killer may use one of his room-mate s 
weapons - please remember! The location of the body could be 
significant. For example in the hotel bar a murderer would have 
the perfect opportunity to slip something into someone's drink. 
The game is played throughout using the joystick in port one. 
To question suspects move the detective to the left of them and 
push the joystick to the right. To ask questions move the cursor 
to the appropriate question and press fire. No keybourd typing is 
necessary. Your enquiries are automatically stored in a file which 
is kept on a table in the dining-room - your temporary investiga- 
tion headquarters. You may consult your files at any time and 
no points are deducted. After electing to charge you cannot refer 
to your files so you must either memorise or write down all the 
relevant information you may need for your accusations. 

HINTS FOR PLAYING THE GAME 

This adventure game will test whether you have a brain or not 
and before too long you will no doubt earn the nickname The 
Pandora Ponderer'. Fortunately the unknown quantities in this 
game are vaguely familiar. We have a fair idea of what lethal 
implement someone would use if they worked as a hairdresser or 
whose hobby was sculpting, but some are less obvious. Someone 
involved with gambling or sport might choose a method with an 
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element of risk or uncertainty. A woman might use a more 
deceitful, less physical, method. Similarly with clues, some are 
not so obvious, two particularly obvious clues would distinguish 
the sex of the murderer except that the dressmaker is likely to 
possess both. Three guests hove dirty gear thai they keep in 
lockers under the stairs and of course the butler also has keys. 
Also the size of the vamish brush is not described - it may be part 
of a manicure set. And the magician is Jikely to have anything 
up his sleeve. 

Trying to identify the motive will present the biggest problem. 
The computer's brain isn't large enough to teach him all the 
elements of human psychology but he can cope with the four 
major basic principles shown in Table 1. In all four cases there 
are certain good personality traits, e.g. honesty, which reduce 
people's potential in that particular category and people with 
similar hobbies generally get on well together. Finally, since the 
victim is chosen at random, sometimes he will have a greater 
motive for killing the murderer than vice-versa. In this case the 
computer selects this as the murderer's motive though it is really 
more of an instigating factor. It can be regarded as a criminal 
act that back-fired on the victim, e.g. rich person kills poor 
person ■ motive 'robbery', Since each person s profile is assem- 
bled at random it is unlikely that the same Identical character 
will appear twice. Every time you play the game you'll meet a 
completely different set of characters. Perhaps one day you'll 
come across a carbon-copy of yourself - hope you ve got a good 
lawyer!! 
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Jfi SZO PAKE 77. Bill* MHIfctBl-l THU <i«B 
OB iU LOCATE •,C,LlL=L-iai«««U "iZ7J 
T H MB IT H6S THEH 4»B 

riK e-so ir i>s* *-o !.<*« thEH ist-tfiMW 

7SZ,i:tO*UB *»B+t»lBiPO« 7B*.a;ftTS=PT 
■5- IB ;iOTO 

az ft** if riL,s.izi=i MM oth^b theh >=}* 

llS FH- 1 ! C Q TO 44* 
AY 37* ' CHHl <»HI lOTHr«Hin»Ui ?**:RETU*H 
6A 3B* * " Oft you h-v* * Job'-'iBETURH 

vc bbi t " Mha-t's item 1 hoBBy" 1 i betubh 

Mb BflZ T " Ar* »*U W»BltM»-F H lBE¥ll»K 

CB 3 0 3 * " L>» uau hivt a t ar T" -"TURN 

H) 504 "' *><* M«« f(B0d*T":Hrf UftM 

TH BOB f M Any h»un-p*TlT"!llITl|ltH 

IZ 3BB *. " fttBCrib** yOMP«*l f'i RETURH 

PM SIT "* " AnMtHlftO * I if" ■ BETUHB 

as e mm ? HH-. Bnvthing EftOFid":? " ■* ** 

« Hurdtr ictntr-fMiuit" 
HP S»B f " Ho furthtr nutft inn* . " tPETJRH 
CP BOB J=FIL*Vl» t FILE*,3*l=JlHt*T0RE S«* 

B4.JIMHM BOT*;PO*ITIO« 23,4;* MI*; :« 
Ml 

KH *1* J-FIL1}.4» iFILOxllJ^J:*** 10 " 511 
MJiHEAP AATBi POfTTIOB Jl.Sl'T PAT«i:BE 
TIIBH 

pt 1.20 J=nic*,7i :rll ts, jzj =J iREJTORf ezz 

BirOR 1 = 1 TO JSOEBO E>AH = HEXT XiPOSITl 
OH Z:!,*;"' ftAT*; - Rf T UAH 

010 J=fELES,B> 1FILC1. JJjTjmnTOM 3ZZ 
BifOR 1=1 fO JcREAO »BT*;HeHT I.PO^ETI 
QH ZI.7H *AT$.t J OETUBH 
TB *4* J=riLti,« , r H.«4,34*=J:REST0RE *2Z 
B:FOB 1=1 Ti JlREAR BftlSlBEXT |:P05ITJ 

oh tM! I »*n: IWM 
iv 6*0 j^rnts.iB: ;rti *i, 35?-J:»C uftE 111 

ZB.rOO I = i TO J:REAft OATi:HEH. I l POSH 
Wtm Z3,*=T BAT*!- ! RE TUB a 
UO BOB J=FILC*.5l LFILl^. JBl=JsRfSTBRE 41* 
A -r i>H T-l TO AC DAT* .O.f :»FKT l:PO 

SCI JON IJ.Hll OUTSjlBETUBH 
Z* *7* J=rll<Sf6J ;T CH*H371'= JlBclT0,it 8111 
«;r«R 1=1 TR J I BEAD **T C 1 1 , t ! *EMT 1 1 PO 
UTXM ai,llfT- BBT* ! iRETUBB 
IA £»• jrFILC* P JL1) tFILH . = J 1 POU T IOB I 
» "1 don 1 T Know. "1 BET 



1H 



U*M iJ/*:J=J-l 
HI T HS » " "J JU Fll l^ r 40T :ftr*.i«R» ^Z3»:»e 
ft H=l TO UlREAP »AT*=«f«T H^ BftTS!^=J 
+ 1 

Z¥ 1« U-ril <4 r IM rftEiTOBC- i«»vw:«8l> 

■ *:CDiSUB lit* 
au 1BBO HrFIL l*. IU cRCiIORE * H 1 ♦ W ; ft< ^ 

AT»:t>asuB iifi* 

IN 101B V-FIH1- Jl» JCB^UB Hi" 
UF 1«Z* O-FILtS. 13J itO-iUB 114* 
UN IBS* HZfXL IS,J41l*0*Ua 114BJ 
UP 1B*» U-ril t^ r S*l :0O^4JB It** 

lOEB VrFIL»,"li"nH« »l»flcFOB "1 
TO V!«EAI> IM* T 5 ( B- , t i NE H T RtCOSUO UN 

ia&e u=rlt «4 t iri :restoRE *ib#:for b-1 

TO UlBCftl* ftftT*.a r E :HtXl Hl60*UB lit* 
107B V-FILI)iID I I T tf-B THF« 1BJB 
lOSB RF4TOBC 51*»:fOB TO O ; RF aft ftA 

Tt^HEMT HSC04UB 11 M 
AC IBf* IF "ZL»,t»<>l OB 1 = 1 OB i*l = VXC 

T HEH POR lOOlO HI* 
M.H 11RB *=5*i;dEHT I 

PK 111* 1>011TID* J.lSl? flP* «*he« 

ftudtf CftWlvtftd" 
ER 113* PDHE 7T.HIIF BTHlt<a»=l 1HEH 11Z« 
OK 11 3 B B E TIIBH 

EH 114* ir **» THCH RETURN 

AC 11SB ftEtTOBt MZOirOR H±l TO V ;9t*t> M 

TfcHEHl N 
£B lift* If W=« TMC« BE r URN 

KJ 11« RO11TI0H I«Zt-J>-? ft*TSj ! J-J+ltWt T 

U la H 

Y B 12BO paSITION •ill!'! ■HNNJ 1M"« 

C-Y. HV l^ft-N Hl.J-Bj" 



Ol 



YH I07B 
KH 



j:.IJ!IF J=B fHCN 
UN H 

VH RE*TSHC StSBjroi 1=1 TP JJHtftB 6AT 

t I BEKt 1ST BATt : LRETUB" 
VA 7BO »OKE 71B,1BLP0KC 7 1 1 , 1 3* i **OK E ri*, 

bblPOtll /St.CVJ*!.:' cwnttUSJ :PQ*E »* 

1, | ; PDKf BO ,Wi RE TURB 
n . B»B tBAPHIC^ OiPORE 712 t 14«;POKC 



IBP BIB FOSITIOH 14. 4l? ^Rl«t- *h4»n":P0* 

IflOH l*,*!'' "pr**S fl^fti" 
QH BfO C= B r A= S I F Bfl irl TO •:t*O^ITID* 14.1 

B#lf (J" IDC Boon ".- IeHENT I 
IZ 03B POSITION 14,l»i» "t #ftT VizMW"^ 

HMM0 11 

fO B4R Pft»ITIOH &4 t *-ttT CMH*CZ»1 

KT OBO FSR •=! TO URtWHl O i IF *T ICK l#J = * 

3 AHB C<»« T«EH c=x*i;* cwn*<z*i: 
LK B«* IF 5TIC««BJ=14 *■« *!<>• THEH C=C-1 

IT CHR«t**> ; 
EE Br* IF *TBlf.<aj=l THEH BOO 

BOB LOCATE 14,C.l,!L=L-iaBHiBHlL-li7» iL 
Z(.-4«lir L<t THEH 

B^Jft ir t = Jl THE" C05UB 7BOIBETUBK 

■■ mi ir LacJtfJ THEH izbo 

9M SO^UB ?Z«:tDTO B*B 

tm FOB X^l TO 1Z:IF FIL(1.1»=L TrtEH S 
ZllROF ;»>BTO 

» *2» mm I 

PM ISO 1iR4PHIC» RtftOHE 71Z.l**lP0Kt B2 , B ; 

a >. ANftORA HO f EC nciUTl ■■; 

FP MS IF 1-T rMEH ?5B 

tC **• IF »3VIC BHD FILC1 J 17»=B OB tllt5. 

I2t-1 THEH wrfilRH 
JK IT 5-W1C AHB FILti, 171-1 THE* ^=»* 



Af 

E 1 
£• 

H-L 
ZH 



QQ BM IF T HEH 7 TO. I* " Uit 

tiH "i tS=WIC;OATQ TBB 

mm rut n »^u»PBt* «j^t,}«o;iMT 
w 9&ft ? 7 ; 

UK 170 ir FILC>.17>T1 ABO S*K>VXC THEH P 

D^IIIOH ZB,ZT* '^11SP*C* «j5*l-ti>WIC> 
Ji MM FBR I-* TO l!JZ4!W=riL^.STJ ;«E*TO 
M 52E#irO* H=l 10 O : BEAP ftAT t ; Ht 1 1 H ; 



waill t* ch*fil* 



1210 BCT «l,CfIF C=7B THEH CtOSE HltCO 



JO V9* 



nt 
BU 



OF 

LY 



TV 12ZB IF CO** THE H HI* 

EC 173* CLOSE HI : IF PT5<B THEH P™=B 

VH l2Sm ? CHRtCirSJ LPCKE 7BZ,H* "» 

^JjjjjOfiTJMi**M"M"i'' ' ■* " » f <p r s/^B> 
SJ izbb M9tn« 14. iU-? -RRTIHB x M JR 
BD 117A PBMTIOH «.4!T ■ l-.ich fUaprc? *P* 
B o« ci,»r9lna T 'c? "-tlrtt W*t* JCM** 1 
tH.tWn K-tii fir»."it = l 
IT HBO PBIITIOH »*<7tT ll" "!FBR B-1 TO 

JJ.tlBV»rf B _, 
BC 11** Iil+1*TICKC*1=141C*TICIICB1^U11I 

F lit THEH 1=11 
13BO IF 1 = 11 THE H 1=1 
111* IF 3T*Ett*J=* T HEH L2*B 
1J1S BUl=M>Blir *«B>Ul;C THEH *W5=HR*-1 
Cft 1S« IP I=*H1 f HEH PT*^BT »**•■■ O0«« " 

•OBrtfrTO 133B 
IH 13« T If "I"- *"^' " — B S"' 1 *" 

:MISCPT1=P" JM:tOiUl 2*1B 
FX lift* T CHRtll2Bl iPOtCE ?« ( HT "Half *« 

th* wJiCti** pwJC-**»re*l *" 
«j 13BO Cra!A=Zi*'l*rl=« 
EC l.lbl IF *»IH<4 T«EH E = 51t=« 
OR llll IF HETHH AHB l*ETH<F THEH C*H.= B 
PC IF P*TH>* MO HETHtl* THE* E-* : C = 

MS «»« IF Mj:TH>? AHB «TH*Jll THEH E=itlS 

■ h 13*6 IT MET HJ 1 1 BHft f*THtX4 THEH E = l,*l 
t=lH 

1»B IF METHM3 THE" E=1B:C=H 
lif* FDR J=E TI t 5 *E5TO« «1J«!PDM'1» 

ri B.J:? ClWt €L + J> I 

TP 13** IP J<* THEH ? 

eODTO 140H 
HI 1MB IP J<14 C HEH 7 

I fcfltO 145 • 
jr 14BO lf"J<» 1HEH ? 
EF 1410 IF <MM 1 HEH t 
u M 14ZO IF J=17 THEH T 
HZ 14SB IF Mil THEH I 
OH 144* IF J=L* THEN ? 
JU 1**B fOB ft=l TO J-ZrBtAft L>«1SCHEH1 Bl? 
RBTSlHEXT JlPOilfJOH 14,*l3? "fi ■ T T Hd 
R "JB 

LB 14BO POMTIOM *.C-1T CHR*tZ»l] 

«m 1470 TOR B=l 10 lOJHtXT ttST STICK C*l= 

II *«b C C>K 1 HEH C=C#ll? CHRtllOll 
UL MM IF jTIC«tB»-l4 ARR COA THCH C = C- 

1 3 T I Mi '.■ I . " } } 
1_T 1410 IP i.TRI6T»*-l THI-R H" 
BH 1»B LOCATE • . E , L . L=l - llB**tH €L ■ 1* 71 1 L 

=L-04HF HI THEH 14*B 
JC I Mi* POB-E 7EZ,HIF 

oob f ta to mm 

UJ 1BZ« RrSlORE THiOlTOR 

BAT9:NEHT JtROilTIOO B.ia=T >*** **rm 

,d it was th» -;paii; cOP^UR zoi* 

BU 1S50 » I HR; tlZTH LPOKE /52,B;' "»i»T « 

> ihn Host prohabl* noti** J » M 
f>l loft* c = BiA-a!H = lT:l-4»trO* J=5 f* LI 

HU 1570 POMTTOH B-Jl" CH6SIL1 UL-1 + 1 

RH 1BBO If J = T THfH 7 ll.Pr* W*= - " ,r " 

Bi-flUH#nt 
07 1B»B IF J=1B THEH * 

t or rfv»«fl»." 
VC It. BO IF J = ll 1 HEH f "RBBilH-ril 



I ' Bft T TERT & WITH * " 

7 --STABBtO HIT" * ' 

"ftOI^DHfO BY M | 
"STHABCLEB «V A ' 
"BBOHHtO I* THE 1 
"TRIPPEB BY A "f 



L =T*TH THCH COSUB * 



TO HETH:RTP& 



■111 r##l inaj.Brudg 



OB Itl* IT J=12 T Hi H t '■■>P* Tf I 4tad , SIIO 

»c lutl or infiiHiln" 
*L 1 «F HI SMM<t» ! IP0-.TTIOH 14.11 

;? "ROTIHf. S. 
Lr 1BJ* POSITIOH O.C-1:? CHDiCZTl! 
BJ LB4B FO* *^A TO 1BCHEHT B : IP 4TICKT01- 

13 AHB DOK 1HEB C-C*li' CHBt!Z7»J 
UE IbSB IT ^T1CKCB»=H AHB COA THEH t =C" 

tll CHRt (ZB) : 
KL IfctB IF ^iRICfBJ-" THEH lt*4B 
FL 1670 LOCATE • . C t L ; L - 1 " 1 2»» V.» C L 17 • L 

-L-4BSIF L<1 THEH L63B 
HZ lOOB POKE 791>1»IF L=HOT Tril- ODNUB 2B 

OOjtOTO I'M 
| J ^ 1BBO PO'HTIOH B.J3C? 1 " atP*M il W» 

a Hiot.vF iiuiMipr » f «oT;itniuB J*ib 

OA 17B* PfJilTIOA B r Zl!7 "Pr#l* *ir» to rr 

-tiimni thp t il*» ■ " 

HU IF lTOIlif*l=l THEH 1^1* 

Hft 171* FOR I>3 TO lilJ=Z71IF 1=4 0* I-* 

THEH ' I 
EU 173* IF I>B ABB I<»1 THEH J=2B 
CU 174B rlt€MRB,l+J>=FILtH*r>. II MEHT I 
TO 17BB F = lBlS.0F0 BBO 

BT !*•• P^0!PT5=PT*+l**i60T0 ZBZ« 
ET 3B1B P»B:PT5=PTS lORilf PT"><* THE- PT^ 
>• 

*X ZBZB R=IHT<PT*/2BJ : IP R> 1*0 THEB BIBB 
CR >*3B FOB J=P TO BlIF P> ■ THEH t OR J-P 

T 0 R STEP '1 
OL 2B4* POSIT10H Z3.tHT Jj H " J ! lOllHft B.7 

••-J, lB.lllSOUHD i.lBB-J. lB,lJ:FOH B=l 
TB Z*:«EKT RiHEMT J 
UJ 2 **fl »OuMft B,B.B r B.iOUI*rj l.*,*.» 
HA *0BB FOR B=l TO B**:BEHT RiMMUHH 
OH 3»BO rHII.JTJrlNltRBMIl'lllUliOf* 3 

*n 

IN »U FIHI.3*3=«t<BHr>€B»*lZl*U 
£.4 I*Z« If I<Z THtH 314B 

ZC lilt IF FIL <I,12J-Z *** r 11 C 1 , 2 1 <> F 1L C 
I-L.ZI THEH rIt*I.4*»=FILII-1.4Bl iBtTU 

RR 

fiT I»4B »UBrIHTCRHIH01"ZBl*llIF E<t THEB 

BM I'SB POB L = l TO I-llIf SU« = riHL t 4B» 1 

HEH **4 0 
HI .1-JbU KE.KT L 

OV If ft* f ii (1 . 4ii » miu m iiJim 

Pft 4B0* B IH CM"*! f BATSCZBl . F IL flZ . 4* > , H 

EPCOl.CLJEBl .LOCT.El.2J 
AN 40J* FOR I = » T B J1=*EAB i . F I L OC i I . 1 » -9 

,L«cfi,ij=ei""t i 

J»V 4B2B RATA lZ»lt.**.lZ.JJ*lB,*. 17j1l1!». 

37,3,74, 1,1V 1.7. 1,1 . 1 
MM <nlt DATA I . 1, 7. 1, L . 15- L < • J? • Lf ' 

lZ.10.i2,14,3,Z2,I,IOx3H«*"3i 
CC 404B FOB 1 = 1 TO B ! MER (111 HEXT t - FBR 

1=1 TO 4 

BH 4 BOB JtIHT IB HO 1BJ*81 *1 I IP 1" T HE H **? 
fl 

PO 4BBO t F HIPi.ll J THEH 4BSB 
VP 4*7* HEP < ~2 3 AEKl I 

UH 41BB j=»!K=B:rOB 1=1 10 12 t J=J*1 i PIL4I 

,ttS<fllr R=l THEN 413* 
UA 4L1B If HCPtJJ^l THER f I L II , 1 Zl =• 1 T B 

414* 

UH *1Z* IF MEPUJ-2 AHO *=■ THfH K-l;fIlC 

I,lil=l!JiJ-.;MTO 414B 
JT 4I3B riL<I. 12>=2iK=B 
L6 #»*B HEXT HFOR 1=1 TO It 
OU 41SO JOBIHT CBH*(*J«17»*1 ; If KZ THtB 



m 41BB FOR L=l TO I - 1 J IF J0B= F IL <l . 1 1 TH 

EH 41 SB 
CM 4170 Ml M I L 

DU 41BO f IL <I t 31 = JOBlBE^IORE 31*0 

TB 41*0 FOB L = l TO J0»:«EAB OAT* , 1 r HI . « i 

I L.l MtNfKI L 
At 47BB FIL«lr«=*rPl(.CI,lIl-*4lJPILlt.MI 

THI J FIL4I,171=Cl!FILCI.l*>=CZjt.l3MlB 19 

MUBJJ 

HO 4J10 HOBiIHT€RHBt*l*lZl*l !FIHI.4> HUB 

•. RE 5 1 OB F S11Z 
MB 4220 PO* L = l TO HQ B ; BE Aft BA T 4 , HI , HZ i C I 

,C?:HEKT L 

TE 4Z3B FILII.1S3=H1!FTL EI , 1*1 rKZ r T IL « - 1 

MM 4246 TOR t-B TO * t FILlI.l>=IHTTRBfttflJP 

Z 4 S * 1 1 HEH T L 
XJ 4*5B PIL1I.71 = IHT tBHftEB>"Jl*UftV-«-" 

1=1B:1F FIHI.J» = 2 THtB FILTI.21»-» 
HH 4ZB* H-41FOB L TB TO 1 B ! F IL t 1 . 1 1 =IHI <** 

L> EOl HZT " M 
OO 42 7B H=«*2lHEXT L 

RN 4ZB* FILCI.fiJ^OIP FIL1I.A1-S THEH fl 
LCI j ZXl =!• 

FA 4Zr»* FILEI,»«=*!ir FILII.*!"? THE* Fl 
L EI j 131 = 5 

Lft 4IB* FILCI.Z4>-B:1P FIL€I.lO»-» THEH F 

IL' 1.241 -I 
CH *31* If FILEI.JIOI THfH 4I3B 
CH 4320 POB RT13 TO 14:AE^T0RE SZl*lS=IHl 

IRHB1B1WB1 Her OR H=l TO I '■ BEAR BlHEKT 

HTFlKl.m-ftiHEKT P. 
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Time to Kill 



FM 4330 HE H T I 

IH 4156 UIC^IHTCRK»f*)»lZJ»l 

aw, ijhfl urn I J ru li;J-27:IF I-S OR T -ft 

THEN J:U 

TB 437* IF I>ft AHD KlJ THfU -F=»4 

AY 43BO FTLtVIC.l*JI=F tt. tVtC ,1) i HE H T I 

HE 4 JIB IF OICCZ THEN 43*5 

• P *J*2 If F1LCU1C-1,1)=FILCVIC.1) THEH P 

invIc-i,i2>=B:fcOf a 
Hn *.st4 lie *ioi i i m( h 4400 
ad 4jm xr riLcvic*i,ij±riL<Rtc.i> theh f 

ilcvic+i,iz)-o 
uc 4409 q=o:fpo s*J»=l to tr 
SO 441* *P=*:CP=*iBFTft:5P=BiHP=*3lF SUS-V 

TC THEN 4 748 
HJ 4420 H=FILC5U3,Z> IV=r2L<Vie,» !IE F*=M 

TMtM GP-OP-+1 :4P=5P+ ] 
KM 4430 ir H-l AMP t»i AND M I f SU V i 1 < > F I 

L«W f l) INCH Sp^SP+1 
FM 444* H=FH,CSH3,7» |V=FILCVIC,7> ; AP-AP+ t. 

H=l OR V-tl :SP-lOtlH j amt> U-J>^tM-i ft 

Nr. «:j>:Bp:itK |E4=I1*CH>U>«2«CU=I» 
BH 445* IF FILC5US,11 -FILCUIC.l) IWH u'' 

AP + 1 

1? 4 46* H-FIL fSUS j ft J ; V-FIL IUIC . 9J : IT M- 4 

A -HE V-4 THEH AP - A*" ' I 
M¥ 447* IF H=6 AHft V =4 I ME R W Bf'i 
UK 44ftt IF riUlUl.7! » i""> FILlUie,*)=7 



KB 4419 H=FI4_rSUS, IB! :U 1 II 1«)!1F «" 

« AHft v::* THEM *P:»*i iCP-GF»l 

RH 4909 If "tl AHft KTB THEM AP=APH 

OF 4518 H-FIL tVH, 41 t V=TIL MFXC ■ 41- ; fcF-tP* f 
V=J OR Ult ftfl 

K A 452* rtP =rtP + CM± I OR V=3M <**=4 f|H U'lIK 
H=ft OR V=B)*CH=MI DM V=IT> 

fh 4*10 k-MUMi^si itiue 46O0-eomjp 4*4 

• lH4f 

tW 434ft P±FiLCSUl,ft) !<.65UB 4 608:CO5U* 4 94 
OtN&HP 

PT 409* P=rlLlVtC.31 t«ftSUB *A**:GO5U0 452 

LI 431* P=FILCVIC,*J lIMII 4»4ft:£ASkJft lif 

4*«i3p 

■ ft 437* W MiMMO-U u;i„ 4TR« 

tiH RESTORE 3lft9 iPOR ( = 1 TO P I HEAD Oft 

T*.ft.E:HCXT lllETURN 
Ell 462* IF Pi 4 AHft Piift OR P^ll THtP H»r4 

P-[R^1) ;«P-RP- C0=1> !SP=:SF-Cft=41 I CP— 6P-* 

CE-IJ 

HE 4*49 If P<9 T HFM PPTftP - f B ~ 31 I BP= BP { E 3 
■ 1 

TV 4»3B IF P71 THEH SF = 6P +1 P =11 i IP : if 1 *- f*= 
31 • Cft=l)H* !*P=AP* CE=1 J +*ETll**f I SP - SP * [ 
E-4J+*€-Il*2 

■ft 439 B RETURN 

TV 4 7** HP-HP+ (H*l.J A.H6 «Hl AHft fttf) t 1H1 
>I2 AHft DU AHft H1=U»*CH>12 AHft Vl>12 
.■ihn h ,inrKim cms u i > j 2 n«D Hl-Ui) 

TB 471 ■ «P= INT (W i J J t*pt 5F+ BPtW ( I f FILE 
iilli, 41 ~FIL IWICj 41 THCH HP=HP-2 

UK 47EA FIL tlH) i-B»-ft# 1 FIL 21,1 =SP rTIL 

ISy* F 271 = HP I F IL C SUS , ZOJ -IP 3 F IL ( . 79t 

HA 4710 IF rtP>0 THEH ft=tft> 
m 474* RCMT Ml 

Jb 4 7 50 FOP 5U^1 TO 1 1 r. TF 5U^=UIC THEH 4 
77ft 

ST 47tft IT riL!iUi,ZTI-n TMtM MRO.MJ> 
MB 477B KEHT SUS 

TB 4ftBft ftP^FIl EHHft F IS3 I EP= F IL. <[ HHP , 143 ; BP- 

FIL t MB a ( 171 1 iP- F IL f MJtIP , I«l 1 I - ftP E Nftf = J> 
PO *«!• IP CP>I THCH I^CPlHHlT-2 
»L 4ft»B IF BP>I THEH I=HP:HOT=I 
PP 4ft30 IF 5P>1 THE H FH>T=4 

P 1 * ir m :H»ir r i?l-2 TMEH ACC = MRft ■ J 

AI 4»* ir riUHRft.Hirl INCH *CC-HRft41 
Eft 4474 FOR ESI TO 4 ! HE P CI J =FI L CHRP , 1 1 1 1 J 

; HE If T IlMElHi.MC'P-CTPTi nHft <B^Fffl>>l> 
EH 4«»« IP PILCPMfr. 9 ft -* OR FIL CHRft, 41=1 T 

HEH 0D£bl« SIOflEftOTO 4 7 2* 
JI 4.H IF FIL IPftTP ,J)-J THE* PHTTH-IHTCBHft 

(■IHiyMllCOTO 4fl« 
Tt 4 744 IP FItCF4Rft.12.Ml THEH 4120 
L¥ tf|f FOR I = S T 0 ft]t4EPCI>^riL<*CC.**f J : 

HEH T I ! MET M -HEP EI H T IflRP <■>*■> +1 1 
YL 41 29 FOR I~l T 0 4 

4H> 4134 J = IHTft(Hptftl»ai iCLRTCt) -FIL CHRft, J + 

17TS1F I<2 THE H 4Y4« 
DE 414B FOR K = l T* t lltf Cllltll>* AHft M 

UIIJ rCLMitl 1HFH ITI-1 
EW 41KB HEM T If 
tC 414B REKf Z 

■C 417B CLUCftl =IHT CRM* Cft)«2«) + 1 

ih run In 10 J*jF1LCI j 11»=0iHEMT I 

EM 41 IB FOR 1-1 TO S 

• U »•■ J-IMT ERRlD<«iH12F4J. : IP JtVIC QB FE 

I t t, 1 I J ^ ■ 1 Mt H SkftBB 
OZ Sftlft IF J MfiL- THEH GD&kift -. fl j II , . I . I • , 

• 

in '.urn l IL t-J , 11 > - C LU ! I > iREICT 1(0410 50S» 
BZ SftSft L - IRT [RHP t ■ > *Z H- 17 ID 1* 

lir riLCJ,K>-L THEH SB3B 
5*44 HPHI HlFIHJ,Ll) =Ll 



HP SftibB ftOft (MT1H 1M » J + CH CH-ltl«t* C«ETH 

= ia»***<MElHrlJIBlJ5ir MTIttU HE 1 

H<17 AMP HE1BOI4 CHE H bftOB 
,IH »«»■ IT MffH:i/ OB BMP COT >* , f f«*M ftU& 

TFEL CVI C j 1 ) [ IF «OB>Z IH** OOft-ftOHlTlR 

OT 0 SO BO 
[ E KftSD ftOft ■ IMF CHMfttPI « I M 1 1 

Irt SOBB TUP 11 m I?: IF I^UIC THEH ^**A 

M ' II-H-- FOR l Mi TO 5-fTti 'Ir-II^BlHEHl J 

HT ftftlft MT kt C:H.nni CjftftA 

IB ttlftB ftATft BRICKLAYER, I r 7, !> r 1, 17 

OP • I mi BATA lUTCNIH.l.F.M.ll 

PR IlftZ POT* HUH. EB , 1 , ■>•, 3,11 

Kl it»J fti^ln CALL E I RL .1: l*j l'i 

U 7 S1B4 DATA C AH FC HI Eft 1 E > t» 

FC BIOK OAT A CLCRBFB, 2 r * j 13>11 ,11 

EH 9ia« BflTft CROUP I EH ^1 . Hj 14 i 7 , II 

ftj 5107 OAT A ftH E r >5 FWt tB,J,ll,ib.S,Hi 

m|| SIB* DAT B FIMCHRR,! .4,7. 

HH Glftl PAT A HA I ftftBE 1i Eft ,2, 11 ,13,2, J>0 

PM SO* DATA HE CHAHIC i 1 i 1 . 1 1 . II r H 

KB Elll OAT A OkJAB-RVHOB ■ r t , 4 , 17 r lj 14 

LH 3117 BAT ft GAHftlHCB, 14j.»,ft 

■ P HIM OAT A t>B IHKI MC , 1 i ll ■ 1 1 ( 

MX M L I DlTl EHTEftTAIHIHE . I , L 7 , -I . * 

OF 414ft OATB FOB TBftLL ^ ( , 15 , 11 , J* 

•K 4114 4R1A CAHBL I ME , 1ft, 1ft, 7,12 

ffl 5117 DAT A CARDEHfHC.a,S.ljH 

Z4 til* ft A TA HOHE COOKIHft. 1.1, 1 .4 

WT ftll* BATft HOHE ft- 1~Y . 1 . 1 • , ±5, 17 

KH 512B RATA HROIC AftT , 1 2 r 17 , 4 , 1 Z 

UH ft" 1*1 BATft FtOPEt -HAKEEC j * , 11,1ft. 1 f 

tO liTJ OA TA IDCK DLZHBIME.Ci. 14,1,20 

FFJ Hit 4PT4 4CULPTEME, 1.1,7, 15 

EM L1I* ftATA BBTTLE.HALf-pftJt:K,MflMJHEB, SMD 

MEL , TRBHFL , HE A (IT > DO T ■ FlAC NET E t CHI 1EL , H 

HUE. )CBCHHRIUEB 
*rt Sid A ftATA PATH DF 1 10ft! , CVAHXftE , ftL E 

ACH, H IFLOM C DAB ^ SHLHHI HC -POOL . B OOP* " t Pia 

f TMVrAD,ftVHAHI7E 
FC Elftft SAT A AHIFWL HaltlS , BLAD-E ■ 5-MARPEPIC M 

.BOTTLE -OPEREO rftOM OF HUTCHES , C ItARE 1 C 

E-EHP h COC*TAI1_ -STICP; . Pitt; 
HR 9JO* OATB HA Ift- CRIP ► HEAVY BOOT Ft4R«5jL 

AD IE S COHB.LaCMEM-BLV. PL* VI HC - C BRft , HUft 

B£R ELOUE, 3AFCTr-6L«*ftC4 
m\ 4174 P474V 54MftU« T , SHIRT "RUT TOR , SP X B I T - 

Lf MEL , T ft* IH- TICKET, UARMIMt-BPlf^M, VITAH 

IH FILL OrjK 
HE Slftfl OAT B CEMER0U4,3:,*.HOHE^T,3,OhT]H1 

ft , 1 1 1 , FEE Bit .3,1, L.OY*L j 4 , 9 , P IL t TE , 1 . * , 

UHlCLfX^M, 1 . 2, OUIET ,1,2, DECHCT J»t .It* 
RT Sll* DATA HAT ER I OL 1ST IC j I h ft , j TROHC ,3,0 

, BRAVE . 3. 1, jERLOtJi, 2.4, MHIST r Z , 1 , IE LFJ 

4H .2,1, BOSSY j 2 , |, BOASTFUL .1.4] 
VH Slfiie DATA HOT-TEHPSHEft. 3 > 3- 5J-AHDEHOU1, 

2,4. PROMISCUOUS .2,2. XHPMJRAV t ■ , f , ORUE L , 

2: , I j. bl SHORE ST ,1,4. fcOECOY. 1 . 4 
It ItlO PATH 4 ,Sj 7 r Oj Iflj 13 ,14 , X? 
MH S22B ftATA POOM,AVEHA0t HE AL T H , HE A1_TP¥ . 

CAR OHREB-.ltp *:41B,I*QH- SHOK E B . SHORE H , "ft 

PEf 1, PET-OHHEB 
BV E230 ftATA AHPEH SOH . DABHES , E:LAH HE , BAVI E 

S . EMI Hi . FOSTER , CAB MEM , HUSHED , JOH^^ . K r I 

LV 

UC 5 24 0 ftAT A L EE j He OOHALO ■ HE HTOH , PALHER . H 
AHSA 1 j S AVAEE , STtVEHS , * UL L I V AH , TAY LOR , H 
I LIFE 

*r. 524ft DATA BOB, BMIAH, CHRIS. teLlH.OAUIft, 
1 1 . ii H , PfTER. PHIL IP . S TEVE , TC BR Y . 1 OHY , TPE 

van 

TJ 32ftO DAtfl «ASCL , C *THV > EI LEE M , F I ORA . JAR 
E T j LI HftA , LIZ , LOUI SE , SUf *"HE , TRACY , T« 1 0 
Ui YVOBHE 

PT 0900 FOR I^B TO ■ I HEP CI J — FIL (VfC, ft+Il J 
ME HT I 1 MET H -HE P CI MT CM Mb Cft> «ftl ♦ 1 J ; BF 1 UP 
H 

YH BOft* POKE 4 Aft , PEE M C IOC > -6i GRAFHI C S * = P 

AEf ftEljftlPOME 75 3, ft:HTOF-PEFM * IfttI ICS 

= IHTOP*1)'"Z3O!**"kT0OF CO20 
IP ftftlB FOR HI TO SttBEAft B(CStII,U-CMP 

«CDI IHEXT H4-USRIADPCCSS1 .S7344,CS1 
UH BQ2B D ft TA 1*4 , 1«4 , 111 . 20* , i»B t 1 3 3 v ZBS . 

|«M, 133,2**, 1*4, 133, 2*3.142,4. 1&* 
QH 5*38 ftATA ft , 1 77 , 209 . 1 45 . 2ft5 , 1 36 , 2 ■ ■ , 1 * 

ft, Z 3ft, 2*4, 23ft , 2ft* ,74t. *BR, 2 4*, 1* 
ME 5B4B f OH 1-1 TO 1*3 READ ClTOR 4-4 TO 7 

iNtoB 0;P4*E CS*C«»* J, fttHEHT j;HENT I 

DC ftBSft ftATA 1 , ZSO ,1*1, 1*1,1*5, ICS, 2E3, 15 
I, ZSft, 1 , 2 Ift , Z 9ft , 2 4ft ■ JS5 | 2S5 , 2SB , ZftS , 24 

5 

LZ 6*60 DATA 4 . Z S3 . 1 74 , ■ 76 , 1 2ft , 2ftft , 12ft . 12 

ft. 1Z*. 4. 24*. I . 1,1,255,1,1,1 
OH &67B DATA S , 1 1 2 , 1 1 2 , 1 1 2 . ■ . 1 I * . 1 1 2 , 1 1 2 . 

11Z, 7. 11Z .*». P*. •*, **, 00 i ftft. 2*9 
ML 0044 04TA B , 2B , 20 , 2*, 4 , M , 74, 20. 2*. 1 h l 

1 0 , Z « , 2* . 7R . 24 , 2 B , *4 , 4 
ku hflm com 10, A, 24 ,24,Z4.0,Zft. Jt*,tft,ll 

, 20, 20, 20, 2*, e. H,n.7B 
ZH Bl«a DATA 1Z, «,*,*,*, 24, 4B. 112,254, 13. 

7Z4.Z24.254, M4,1B. CO. 16, Z* 
•F tilt OPTO 14,255,253,24,14.24.24.24.24 

r 15 ,142, 142 ,182,182, 1BZ.142. 10*. 102 
UO *112 ftATA 25, 32,112.129. HZ, ft. 112,112, 



I1I.7J, 74H,.*B,9«,0* . 00. «0, 50,210 
Z\ HI* DATA /B , ft, 2*, 124 . 29 , B. 2*. 2* , 7B , 21 

,12 4, 2* ,11, 28,2*, ZD, 7 ■ . MS 
TP 012O POME 7t,ft , r S> 7i* : POfcE 106,HT0P 
m: hi. hi mi H NluF lS-^APP 'iHI it* » it* : I *R I- 

MIDL' 10 'rADD- + 7 J 8 4 ; I 1 IJB E I ,ll:»Htl I 
FY ftl4* FOR 1 = 1434 Tft 1*4R r REAP BtPOME I, 

D-HtKT ■ 

FI 5159 POUF lS>i,l,HTOP HFBR 1-1347 in li 

04lP*HCt t,*[HEHl I 
CB BlftR POKE 144)0+ 45 '■ P04CE 15ftO.«;P9Mt 14* 

7,9 

YC 6170 OAT A 117, Hi, 112, ftO,B 

PT 510* RE S T OB t h I /* : F OP I'lftBB ED ItftlB 

EAR P:P04E I , ft I REXT 1 
HZ D119 POKE 1573,HTOP19;FOR 1=1574 TO 1 

5?ftjpOKE I.4:HEMT I 
E5 DZP9 POKE 15*7, 6* I POKE 1314 , J 2 i POKE 15 

*»*! 

PS 6220 POME 719. 1 * : POKE ' 71 1 , E3ft!POHE 712 

,&6JPO*E 5ft8,«;PDME ftftl.ft^POHE Sft , ft I P 0 

KE ftl r HTOP • T ; ■» CBBiilJSI 
HS 9230 COLOR] 4 7 [ FOB 1-17 TO ll!PLOT 1,1: 

OB am a 21,1; HE K T I 
JL BZftft COLOR 1*JC1F0R 1-23 TO 3B;rPP J3=H 

TQ 19=FL0T I.JtHEMT JlHEHT I 
■ ft 627* COLOR 33; FOR !-! TO 1* J BEAB P,EfP 

LOT 0,E!FOB J^l TO 3; REAP P.r^&PBHTO V 

, EIHEKt JiMCHT I 
1U S7«B FAR l'i TO 1:PEAP D.ClPLPt ft,E:PE 

Aft |, E 1 DRAMTO D,f ; REM f I 
HU 4**4 PLOT 2!,SlP<_OT lft,HPL0T l.ftjPLOT 
7>* 

SV 53ftB COLOR 33; PLOT 22,2*lft**HTD tt, 1*1 

ftHOHTO 7,1B;PHA44TD 7,2*:ftH*H¥D 21, I* 
5Y 6 JIB PLBT 39.1»:ftRAUTO I*,lZiftHAHTO 24 

,12rPRAHT0 fJ.lllDBAHTD 31.11 
HP It7t C0L9A 3* ePLBT 1 , 7 I ftflAPTTO l*MlMt, 

OR 37; PLOT Z,7:*«AHTO 2 ,14; COLOR 44 i PL 

OT 12 ,2-: PLOT 13,3 
PL D33B ft=L0C<9Aft. 1> I E=LOG CBOB , 21 : IF *OD < 

11 TMEH CQLOB 44 3 PLOT ft,E;C0lAA 4S3PLO 

T ft,E*L 
VL 9 34* - I 

IP 633* DATA 7, 5.*, 3,0,28, 1, Z* ,9,2.9,4,4, 

B,4,ji,*t r a,o,a,ft,3,ft,3.i/.!,i^.a,2i,*,z 

1 r I , IR , I , II , I , 31.4, Mj • 
EI 5369 OA I A 3* ,4, 31, *, 3*, 1 ,19 r 7, 4 .74,4 , 1 

7.0,17 > ft,! > 4,lft,4,Z*,9,Z*,4.1*,7,lE,14 

, It, 14. 4. 5 , 13, 15, 2 2 , 19 , 22 . 1, 17 , 1 
17 437* DATA 23,1,24,1. 1 . ft , 3 , 6 , 3 , ft , I , 14 , 4 

, 2*. 6, 28, 5, 29, ft, 19, A,*, 1 S , • , B , 4 , D , * . J I 

,ft,Zl,9,ir.4, 17,5 
MH ft39* BATA 24 .11,24,18, 23, 1.24, *. I, **3, 

14.1, ft. 1ft. ft,*, 4,*, 9 
TU 631ft tBMI Mjll H*0~M UTii It IRT9TW fl,lfl 

:ir B-3 THE H ftfta* 
Oil 64a* IF 5=1 THEH K=4*lL^41 
ST 9419 IF S=* THEM H=4ElL-43 
HV 442* IF C-VIC THEH F-3J;L=32 
EG 943* PU 0CIB r ll-Z[E=LOCCR.2»-l;IF M O 

«E H-l THEH COLOR E : PL B T D , E I COL OR L f P 

■ "I D.E.41 

AR »44* HP H=2 THEH COLOR ElPLOT D*l,ElCO 

L BR L:PL0T P+1,E + 1 
CO 9439 6=4 + 1 I COTO £319 

BH 9340 POKE 4ftR,32lPOKE Sftl.ftiPOKE 88, ft: 

ROME Of .MTOP- lft I RESTORE 4S4B 
F H 651* COLOR 33: 7 OH 1=1 Tft 7 I REAP D,C:PL 

OT D , E I F OR J-l CO SiBCAB ft , E I PR AHE4 0. 

E ; BE f I JtRTEKT I 
LP 9974 FOR 1-1 TO 3 ; HEAP B.ElPI-OT D,ElFO 

R J = l TO 4;RER4 0 . E - ftB AHTT □ ft , E ; HEK T J ! 

HEXT I 

YS «93* PLOT 8 , 2 I DRAHTO R,*;»&AHTO 3>*lPL 

OT *, 12! DRAHTO 0.11 
EH !.',*» DOrn f ,ft, B ,«, B,0, lft, 9 , 16 ,6, 11, ft, 1 

T,*,16,6,lft,ft,Z4.B,Z',6.ll,*,2ft,ft,Z4.8 

,Z4.*,I2,*.32,6,27,ft,33.7.JZ.>,12,0 
FCI 6559 DATA 1 1 , R , 3* . 7 , IB , 7 , 1 7 , 1 > 21 , 9 , IX . 

10, 14, 14, t *. 9, 15, 14, 1-1 4, XB, *, IB 

,0.1.F.l.E,14,B J 14,ft,17,*.17.*,14 > J,l* 
kA 6S68 ftAT* 23,13.24,15,24,12,11,12,39,8 

,3 r l,I H ll,ft, 11 ,9,1. l.J-4. 3,4, 1,8,8,8,1 

,9.3 

SH O^J-ft Cm OR 3*:PL0T 1 , ft ; DOAMTO l,18rCOL 

Aft 37IPLOT Z , ft ~ DRAHl P 2,18 
FO 65*ft D-LOCCBOP, l> !C=LOCCBOD,21 :ir OOB> 

1* THEH COLOR 4*!PLOT ft,E:COLOR 43 ! PtO 

f : -t M 

UO 65-F9 R=FILCE,1I ;S=FIL<«,21 1H-FILCC, 1Z» 

■IF R- 1 THEH HfTURH 
ftV 66*ft IF 9=1 THER H=40lL=41 
TC ftftlB CF S=* TMEH K=4ZlL=43 
HZ 6528 IF G = VIC TMEH ■■UllkSJU 
BX 562* D-LOC CR* 13, 11 -t ^ f -LftC CR+1 3, Z» -1 : 1 

F H= 8 OH H=l THEH ' HI (IH XlPLOT *,ErCOL 

OR LrPLOl »*E*1 
AT 994* If B=2 THEM COLOR K: PL 9 1 P + l,ElCB 

L.OB L I P40C O+l.E + 1 
LT 6*5* C=C*llIF 6-11 THEH RETURN 
HU Iit6a COTO 6510 
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TUTORIAL SUBROUTINES 



VERSION 



TRACKER 



A while ago in the third of this series of articles (Issue 30) I 
introduced the concept of the forced read mode which is an 
attribute of the 8 hit Atari computers that allows a program 
to modify Itself, This is a very powerful facility and a particu- 
larly useful application has tome to my attention which I will 
describe here. I will not dwell too long on the theory of forced 
read - if you did not see Issue 30 you can either send for a 
copy or write to me (enclosing a SAE) for more Information. 
The short program with this article is t perhaps, not strictly a 
subroutine It is □ short routine which you can attach to your 
programs during program development as a tool, and it 
should be deleted once the program is finished. The tool 
provides o means of quickly 'stamping' your developing prog- 
ram with a letter which shows what revision it is at, and then 
stjvituj thut version with a unique lik mum- 11' you ore a ume 
user the file name is not much use, but you can still save your 
program and when you load it later you c an find out which 
version it is. 

THE LISTING " 

Ignore line zero at the moment, I will come back to it later. 

Line 32010 - The Graphics 0 call clears the screen. The cursor 
is then positioned a little way down the screen and line 32018 
is listed on the screen. 

Line *2012 - LOCATE 24,6, TT23 returns the value under the 
cursor when it is in position 24,6 to variable TT23. Another 
way of doing this would be by opening an I/O channel to the 
screen (OPEN tfl,12,0, M S:') and then doing a POSITION 24,6 
followed by GET#l,TT23.The position of the locate is set so that 
TT23 will contain the ASCII code for the extension letter of the 
filename in line 32018 Now we position the cursor on 24,6, 
increment the variable by 1, and print the next letter in the 
sequence over the top of the previous one on the screen. If you 
save a new version of your work very, very regularly it is 
theoretically possible for the version letter to reach J Z r . If this 
happens (and by now you will have filled several disks!) the 
IF THEN statement at the end of the line will ensure that you 
go back to A and not on to a square bracket! CHR$(&9) is J Z' 
und CHRJ(65) is 'A' 

Line 32014 - Now we print CONT on the screen a couple 
of lines below the new line 32018, then position the cursor at 
the top of the screen, POKE S42 with 13 to enable forced read 
and STOP to start the forced read of the new line into the 
program. 

Line 32016 - After the forced read reaches the CONT state- 
ment on the screen control is returned to the program and this 
line disables the forced read mode, otherwise very peculiar 
things will happen next time the program comes to a STOP 
or END. 



Ian Finlayson discovers a way 
to keep track of all those revi- 
sions whenever you write a 
program - with this routine you 
should always have the most 
recent revision to hand 



Line 32018 - This is the line which is altered. To find out 
which version of your program you are working on at any 
time just LIST this line to the screen. As the routine Is run this 
line will save the current version to disk under a file name that 
has the version letter as an extender. You may wonder why 
I have put an '@ r symbol as the extender - this is an illegal 
file extender and, although it would not cause the program to 
crash it would normally be ignored by the operating system. 
However @' is the letter before 'A' in the ASCII table so that 
ihe first time you run the routine it will automatically save as 
LISTING. A 

CASSETTE VERSION 

The routine can be used by cassette users by changing line 
32018 TO READ: 

32018 CSAVE REM — > @ 

The REM statement has deliberately been structured so that 
the W symbol appears on the screen in the same place as in 
the disk version, so none of the POSITION commands have to 

be changed. . . , 

Although with a tape machine you cannot save files by name, 
this routine effectively 'stamps your program with a letter 
which indicates the revision level. After you CLOAD it you can 
find out which revision it is by LISTing 32018. 



i,a 8 GOTO 320LB 

KP REH ** P^E 6 

** 5UtiftOUTIHE TUTORIAL- $ ** 
VERSION TttACKEP ** 
PP JZ01-O GRAPHICS 8: POSITION 2,5!L1*T *2« 

LB: POSITION 24,0 
JU 32012 LOCATE 24 , O , TT2 J : POSITION 24, R:? 
CH«$CTT23 + 1>:IF TT23=*B ™£N POSITION 
24,&:? CHRSC&5J 
KH 12814 POSITION 2,8;? "CONT" I POSITION 2 

,tt:P0ieE 642, 13! STOP 
DO 32046 POKE 042,12 



flZ 32810 SAUE "D i LISTING ■ P** 



1+ 
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ORB 



LINE ZERO 

Did you know that you can have u line number zero in your 
programs? It is not often used, and it Is a good idea not to 
use it in normal programming though it con occasionally 
prove to be a real asset if you have left insufficient space at 
the beginning of a program and later find thut a line is needed 
for DIMensioning variables or some other initialisation 
sequence. 

In this instance it is used to point to the subroutine while you 
are developing your program and, like the subroutine itself it 
must be deleted when the program is finished. All the time 
that line zero is in place an instant SAVE of the current state 
of the program can be made by just typing RUN. 

Clearly line zero could also be used to help in debugging a 
program by using it to jump into different specific parts of the 
program skipping title pages or other parts which are known 
to run correctly, and homing in on the problem areas. 

FURTHER DEVELOPMENT 

This short, effective routine can be run as it stands and will 
save itself as often as you like, incrementing the version letter 
each time. If you would like to use a version number instead 
the modification to the program is quite easy as long as you 
only go for versions 0 to 9. If you want to go on to 10 and 
beyond, things are a little more difficult as you will \u\\\> two 
digits to change when you update. 

I can think of three further subroutines which could be 
combined with this routine to form a suite of tools. First a 
routine to delete the routine when It is no longer needed. This 
would be fairly easy using forced read again. |ust print the 
required line numbers in a column on the screen, invoke 
forced read, and the lines disappear ... magit:!! Secondly, for 
disk users, how about a routine to call up a directory of all 
the LISTING' files on the disk from basic so you can see at 
a glance all the revisions you have made. Thirdly a routine 
to delete all old versions of the program in a block by letter 
(such as A to |} would help to tidy things up as you go along. 

If you implement any of these ideas or other ideas associated 
with any of the Tutorial Subroutines I would be dHiahted to 
hear about it, and could possibly include your ideas in future 
articles. 

Write to Ion Kin! ay son, 

60 Round stone Crescent. 

Kost Preston 

West Sussex, B16 1DQ. 



by B. Wheaton 

A machine language 
BONUS on this issue's disk 

Get this issue's disk and you'll get a superb 
all-action BONUS program with some fine 3-D 
effects as you attempt to shoot or avoid huge 
globes coming at you in Battlezone or Encounter 
fashion. 



The action is set on Oregon 3, a prison asteroid 
deep in the heart of the Nebula 4 galaxy, where 
the most dangerous criminals of the Universe 
are banished. Most accept that escape is impos- 
sible and that the best way to eke out their days 
is in peaceful co-existence but, as always, there 
are those who rebel. A group of such rebels has 
stolen a number of Cry static Sphere transporters 
and are attempting to escape. Although such 
attempts are in vain the rebels must be quashed 
for the sake of the majority of the asteroids 
inhabitants so Jamar VI, overlord of Nebula 4, 
has sent in the' ORB. On each level there are a 
number of spheres to destroy and every 3 or 4 
levels you must land to check out the situation 
on the ground. It won't be easy but right is on 
your side! 

The game is controlled by a joystick in port 1. 
START begins the game and the number of 
spheres to destroy on each level is shown at the 
bottom of the screen, as is your score and the 
ORB's shield strength. The ORB may be man- 
oeuvred forwards and back or to left and right 
to avoid the spheres and the trigger will fire your 
phasers. On the landing screens, the trigger will 
activate the boosters and the craft must be land- 
ed centrally. 

Stand by for action, the fate of an asteroid is 
in your hands! 

ORB is only available on PAGE 6 
Issue disk 35 - get your copy now! 



PAGE 6 Issue Disks may be obtained by 
writing to PAGE 6, P.O. Box 54 Stafford, 
ST16 1DR and asking for the appropriate 
issue disk* Price is £2.95 per disk and 
payment may be made by cheque, postal 
order, Access or Visa. Overseas readers 
should add £1 per order to cover postage. 
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WRITE 

YOUR 
OWN BOOK 



One thousand Pounds! That's what it was going to cost to have 
100 copies of my 80 page book published. I had just written a 
biography of one of my more notorious ancestors, Admiral |ohn 
Benbow, and wanted to give copies to relatives and maybe even 
sell a few. But one thousand pounds! I had never imagined it 
would cost so much. This was certainly not in my budget. So I 
took another look at my Atari 130XE and Panasonic dot-matnx 
printer and decided this was going to hove to be a do it yourself 
job. 

Most of us have a book or two in us. It could be a cook book, a 
how to book based on our favourite hobby, or maybe even a 
short story or our first novel. Then again you may just be 
interested in publishing a newsletter or a small brochure or a 
report for work. What I discovered is we have the tools now to 
create and publish a professional looking product, right at our 
own desks. And it doesn't have to cost an arm and a leg. 

CHOOSING THE RIGHT WORDPROCESSOR 

To start with, there are numerous word processing programs on 
the market which are more than adequate to create our master- 
pieces. I used AtariWriter Plus because as a beginner it had to be 
simple. The Menu driven program made it easy as child's play. 
On such a program you can not only write your text but also 
design your overall work with a Table of Contents, footnotes or 
endnotes, bibliography and even an index. There are, however, 
programs coming out to make things even easier, like Print Tool 
and Desktop. I did my original book just with AtariWriter Plus 
but since then l J ve become more sophisticated and graduated to 
Paperclip, which I used for my second edition. 
Paperclip has the advantage of being command driven. You can 
do more with it. I transferred my files from AtariWriter Plus to 
Paperclip with a sub program included with Paperclip. 1 was 
then able to revise my text and could even add materia! from 
other files using Paperclip's double window feature. With this 
you can load two files at the same time and move material 
between them. As I hod used a separate file for each chapter in 
my book this enabled me to move text between chapters. 1 could 
not have done this with AtariWriter Plus 
Another helpful program in getting organized is Creative Pro- 
cess. Such a program enables you to develop an outline, briefly 
describe each point or chapter and rearrange these headings 
until you'Te happy. Using a standard word processor you can 
research your work in an organized fashion, keeping separate 



on a 130XE! 



files on eoch sub-point until you're ready to put it all together 
Again, if you use Paperclip you can combine and mix these files. 
Another feature of Paperc lip is that it allows you to produce a 
customized version and save this to each disk you arc working 
on You can then boot up Paperclip from your working disk and 
load files from this same disk, saving a lot of disk swapping. A 
nice safety feature is automatic saving of text which you can set 
for any number of key strokes. 

THE NEXT STEP 

Naturally you'll polish your work with a fair bit of rewriting till 
it s just right. At this point you'll find a spelling checker quite 
helpful. It will pick up typing errors and blatant spelling 
takes, but don't count on it to catch everything, especially words 
that sound the same and grammatical errors, Also, its quite 
wearing on your disk drive, since the dictionary is too large to 
load into memory. Nothing beats having your spouse go over 
your creation. My wife is my best critic and supporter. 
Once your work is written the main task in desk top publishing 
is layout and typesetting. For a small book of 80 to 100 pages 
this can easily cost five hundred pounds if done by a professional 
and that's just to prepare your work for the printer' The printer 
will then charge for paper, actual printing, collating, folding, 
trimming, and binding. 

To do It yourself you need to decide first of all on the size of your 
book. Since we re doing this on a shoe-string budget I recom- 
mend sticking with standard size paper. I chose to make my 
book 7 by 8 1/2 as it allowed the most words per page for the 
least cost. By printing on both sides of a sheet of 8 1/2 by 14 I got 
four pages of my text. 

This decided, you need to pick a type font, pitch, and mode. My 
dot -matrix printer is extremely versatile. It can do both normal 
and italic style letters, for pitch it offers pica (10 characters per 
inch), elite (12 cpi), semi-compressed (15 cpi) and compressed (17 
cpi) Pica looks like a typewriter font and compressed is quite 
small and hard to read, so I chose Elite for my main text and 
semi-compressed for quotations. In Near Letter Quality mode it 
looks great. Maybe a professional typesetter would sneer but 
you'd need a magnifying glass to tell it wasn't printed with fined 
type. 
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If you hove access to a Laser Printer, of course you can produce 
print that is equal to typesetting. Most Laser Printers ore however 
hooked up to IBM or Apple compatibles but I suppose you could 
convert to those modes over a modem with a translator. This 
would entail a Mr bit of tidying up incompatible codes for cen- 
tring, underlining, print fonts, etc. 1 those to keep it simple and 
stick with my Atari. (Most lasers have an Epson em illation and 
cun be used directly with an 8-bit Atari via a standard Centro- 
nics interface - Ed,) r 

You can now get a rough idea of the number of pages you'll 
need by having your word processor do a word count. Or better 
still ask it to do a print preview once you've set up the si2e of 
type and page margins. 

DESIGN CONSIDERATIONS 

Of course in designing the look of your page you will want to 
think about justification. I prefer a straight right edge for a pro 
fessional look, If you want a more casual work a jagged edge 
might do the job best. You'll need to decide on paragraph spac- 
ing and indentation, Other print styling and formatting options 
are bold print and elongated print for headings, underlining, 
centring portions of your text, or blocking some sections to the 
right for emphasis. If your printer has the capacity you couJd 



Can you really write a book 

on an 8-bit Atari? 
William A, Benbow used his 
130XE to produce an 
80 page book and shows 
you how you can produce 
your own book for 
the minimum of cost 



choose double-column printing. You may want headers or footers 
and these can he added at this stage, including page numbering 
Perhaps you wiJl want to repeat the chapter heading on each paqe 
for easy reference. 

IT'S LOOKING GOOD! 

Now your book is really taking shape. You need to give some 
thought to title page, artwork, graphics or photographs you may 
want to include. Photos may require some special treatment to be 
copied sharp and dear. A professional printer can do this screen- 
ing' treatment called PMT for about £5 Of course if you had some 
□f the new graphic oriented programs you could add some graphics 
directly to your text but not true photographs. 

With the Preview option of your Word l>rocessing Program you cun 
view the appearance of your pages. Better still if you have a word 
processor like Atariwriter Plus or Paperclip you can set the number 
of columns you wish to work in. This allows you to edit and design 
in a form that approaches What you see is what you get'. Granted 
you do have to scroll your viewing window over the larger text 
page but, nevertheless, this is a tremendous improvement over hav- 
ing to print countless rough copies or toggle back and forth be- 
tween Preview and Edit functions. Vou can now further design indi- 
vidual pages by leaving spaces for photos or artwork. 
You will need to use the Preview option to break your text into 
pages. This allows you to see if you need to adjust paragraphs so 



that pages appear more presentable. Perhaps you don't want 
lists or certain quotes broken so add a line or delete some words 
until the page breaks are suitable. The block move option of a 
word processor u I lows easy cutting, moving and pasting of text. 

TIME TO PRINT IT OUT 

You really do need to see your words on paper to get a real 
picture of what your work will look like, so when you have 
finished polishing your text and page design, print a draft copy. 
Although you will be printing on standard 8 1/2 by 1 1 paper, it 
is quite easy to set margins to suit your chosen page size and 
trim later. 

If you 're happy with the general shape and look of your book 
you tan print a Near Letter Quality copy. Use a good ribbon and 
monitor the printing to ensure that it is uniform in appearance. 
If your work is quite long you may need to relink or replace your 
ribbon. 

Next, cut your pages to size and paste on full sheets of 8 1/2 by 
14 or whatever is suitable. I used my draft copy to do a mock up 
of my book to get pages in order for pasting. Remember you are 
probably pasting four smaller pages on to one sheet of paper, 
two on each side. I learned from experience that when you fold 
several sheets of paper together, the inner sheets fan out more 
than the outside ones. This means that when you bind these 
sheets to form your book they will need to be trimmed. This will 
result in the inner pages having a narrower outer margin unless 
you compensate for this when pasting them on the sheets for 
printing or photocopying. This may take a bit of experimenting 
but the idea is to leave more of an outer margin on pages that 
will be in the centre of your book. 

Photos and artwork can now he glued in place with rubber 
based paste and your manuscript is 'camera ready'. 

PRINTING OR PHOTOCOPYING? 

I researched the cost of both printing and photocopying in my 
area and decided to go with photocopying. The difference in 
finished product was not that great and the cost for □ mall 
printed run was too rich for my blood. Another decision you will 
need to make at this stage is the weight of paper you wish to use. 
Many printers suggested something in the range of 100 gsm 
paper. This is basically so that print does not show through from 
one side to the other. It is considerably more expensive but does 
give a more professional look, Standard paper is 80 gsm weight 
and I have found it quite satisfactory. It is the most commonly 
stocked paper in the two standard sizes so is available and 
affordable. I did, however, go to a heavier paper for the cover of 
my book. Cover stock comes in a great variety of colours and 
weights, and though you can't tell a book by its cover this is one 
area I wouldn't skimp on First impressions are important, I 
believe it s worth considering printing or photocopying the cover 
in c olour. If this is one colour copying it will not add much to the 
cost. Full colour copying on the other hand is quite expensive. I 
found 1 could not consider it either for the cover or for inside 
photographs 

Standard photocopying in bulk is not expensive It was 2 cents a 
page for the 4000 copies I needed (40 prints x 100). I only used 
2000 sheets of paper because I photocopied each side. To this £80 
charge £30 was added for separately printing the cover in colour 
on cover stock paper. In addition I paid £10 for folding, stapling 
and trimming. Total cost £120. For this I got 100 copies of my 
book, an average cost per book of £1.20 Not bad, considering it 
would have cost me nearly £1000 to have it done professionally! 
I could have hud it bound more expensively. You can choose to 
have your book glued rather than stapled or even use products 
like Cerlox. This will add at least one dollar to each copy. 
I've already sold enough copies to cover my expenses and start 
setting up for a second edition. My original 30,000 words have 
expanded to 60,000 and I plan on 160 pages this time. All these 
changes can be done quite simply on a standard word processing 
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Upgrade from Tape to Disk! 



with the new Atari XF551 Disk Drive and Transdisk IV 




Upgrading from the stow Atari cassette system to a fast, 
reliable disk set-up is certainly desirable but what do you do 
with all the games you have on cassette? Wouldn't it be nice 
If you were able to transfer your collection of tapes to disk for 
faster, more reliable loading? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atr.ri XF551 Disk Drive Features; 

■ Double-Sided r Double Density for maximum data storage 

* Easy connection and quiet operation 

* Smart styling to match your Atari Computer 

' Suitable for 800XL. 65XE and 1 30XE Computers. 

Transdisk IV Features: 

* Easy transfer of latest cassette games to disk 
" Aimed at the first-time disk user 

' Step-by-Step instruction booklet supplied 

* Completely self-contained - No other programs required 

* For more info see Ad elsewhere In this issue 



To Order phone with credit card no. or make Cheque or P.O 
payable to: Digicomm Computer Services Ltd. and send to: 

Dig i Com m, 170 Bradwell Common Boulevard, 
Milton Keynes, BUGKSMK13 8BG> 

Credit Card Orderline: (0908) 663708 



Normal Price For XF551 Disk Drive 
Normal Price For Transdisk IV 

Together Normally 



= £179.00 
= £24.95 

= £203.95 



£195.00 





Atari XF551 Disk Drive + 
Transdisk IV Our Offer Price = 

Inclusive of VAT and Next Day Delivery 



WRITE YOUR OWN BOOK continued 

program just as the original was. 
FUTURE DEVELOPMENTS 

You may want to experiment wilh the up and coming desktop 
publishing software such as Newsroom, These programs promise 
to help in setting up poge size, page design, and typeface. With 
automatically adjusted margins they make it easy to create 
spaces for photos and artwork In addition they should expand 
the choices of type fonts and add design features like borders, 
larger headings, and graphics. 

Such programs are just coming to Atari They have been around 
for a while for the big guns like Apple and IBM und systems 
include laser printers and digitised pictures. Their popularity and 
marketability is evidenced in their rapid growth throughout the 
whole field of personal computing. Writing with the use of word 
processing programs Is the most common use for home compu 
ters but the field is about to be revolutionised in much the same 
way that spreadsheet programs transformed accounting. Prog- 
rammers have a tremendous opportunity to be part of this 
development by bringing these enhancements to the 8-bit world 
of Atari, Our main handicap is of course our limited memory. 
With improved software there may well be an incentive for 
memory expansion of our hardware. 
With existing software we can not only write our reports, 
newsletters, short stories, and even full length books - we can 
design and publish them as well. With desktop publishing soft- 
ware we will be in the same league as the big boys Eighty 
column enhancements and high resolution monitors will move 
us closer to the standard of What you see is what you get'. 
Believe me, the market is there. 

With our 8-bit Atari and a decent dot matrix printer you and I 
can indeed afford to publish what we write. 



WANT TO PROGRAM? 



MAPPING 
THE ATARI 




II you want 10 start program- 
ming vow * L or * E 01 ' m P rav * 
your present programs then you 
need a good reference book. 
The one book that every Wa » 
programmer swears by and 
which has proved its worth lime 
and again over the years is 
REVISED MAPPING THE ATARI - 
wilh out it your programs may 
never get any better! 



REVISED MAPPING THE ATARI 
is a guide to all of the memory 
mirations inside your XL or HE 
but ii is also much more than 
IhaL Example routines are given for hundreds ol locations, Ihere are 
suggestions on how to use many locations in your own programs and 
a number ol useful apptndlies and s great deal more. REVISED 
MAPPING will be the one book that you will pick up EVERY lime you 
program and it will be an Investment thai will last as long as your 
Atari 

REVISED MAPPING is priced £16,95 
and Is available from 

THE PAGE 6 ACCESSORY SHOP 
P.O. BOX 54, STAFFORD, ST1B 1DR 

POST FREE If) UK. Orders to Europe please add £1.50 postage 
Payment by ACCESS/VtSA sccepted - please phon* 0785 2139ZB 
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+VAT=£299 

SO MUCH FOR SO LITTLE 9 } 

witn a S5 key keyboard (including nuineric Keypad}. MIDI interface, GEM a palette ot 512 
colours, mouse controller, and a 51 2K built-in disk drive The 520ST-FM has a TV modulator 
buill-in. and cornea with a lead to allow you to piog il straight into any domestic colour 
IJ^I^ 3 *" v* mamS ' ra , ns, ° rmer ^ also built-in to the keyboard, so ihere are no messy 
external boxes. You couldnt wish for a more compacl, powerful and stylish unit Atari ST 
compu ore are now firmJy established in the UK, there are nearly S00 soflware titles already 
Z ilSi ' a K W,de var,aty °L a Pp f ' catic}ns and lhB lj st is growing all the lime. And that's not 
all When you buy your re* 520ST-FM (or any Atari ST computer) from Silica Shop you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM 
SlUCA section on the left, to see why you should buy your new high power low price 520ST- 
FM Irom Silica Shop, the UK* Nol A t ar, Specialists For further details of he*ang?of A?a>, 
i S 2~ P 'i^? -« h i ^ EE Silicfl ST Star1er Kit > complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £26oTvAT^£299) 

L 5aflST-F Ml *rilh512K RAM I man) nwllor£3ft& (inc VAT) U^^et S12K MM lolftMK RAM £10^^ VATj 



•npwl many fcalr-nr* iittH lmk; Irom "lhii'"LjaA «nd tou *lll lini; ihJi w<, have nm» n 

rC" r ,kH r*? w ^'- - n:i B ™„. 

, ^ • ' CBr ^ * ^■"'■i'lWlf "0 Ol 1M tH.:,k, which hjvft b»n wn|r«n at:-,,., *,| Brl S t 
rar^a iiwil}fl H DliM ll JknrnfllK^j T cu Hill lirrj i] 3VI -loU- D#JL¥ *!(Q«J [MLICA. 

AFTER SALES SUPPORT 

H*tl «atur*d ihai wr*n f.j u buy | 



O/rry From 5///ca 



^SLF ATALOGUES - Only From Silica 

m. TM IfiformKKKi iarri«« 4 rmilaUa QNlV FNOM SILICA ^ ^ * lc 10 

SS!^? V S5!f{B HT OELfVERY - From Silica 

"h^Jn^ ^n.gh, HftC-.JP . , HEE OF CH^flGt^D ^iJ^^Z 

UK.. Tn* nwhod help* » «Atur B mininum MUy and maximum prclKbon 

S^PiJ^ATCH - O/r/y Fra/n S/tea 

a^^ L"^*^ 1 "' 10 ' 1 ol ;; ,r '« « rlc «- "EE UR a*.«^ free Surwr Kit and FflEE 

^■r- ^J^^ ^ ^r ^ 1 1° Ml * ^ r -quipmanr itt>m S.iin Shop I ^w^r. 

P 3 "1*7^. fi COJr| M"«"/ hai 1h» 900a in atrjca, *« v iM no nnall V n%air:h m B oiMnr ion a 

l^hn n 1 ar ^J C " r™ *1h Siir nontaillrMOalitvy Wo raaana iiaiweftfenat 



mono moAjior E3ftfl (inc VAT) 

ATARI 1040ST-F - NEW PRICE 
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Surname: 



SlDCUP (& Mail OrtJer) iOfl 1111 

1-4 The Mews, Hatherfey Road. Sktcup, Kent, DAW 4DX 

LONDON 01-5fi0 4839 

I Am Houm (Jsi floor), 227 Tottenham Court Rd, London, MP OHX 

LONDON 01-629 1234 eiti 3qi4 

Semo-gm ffst floor), Oxford Street London W1A 1AB 



f To: Silica Saop Lid., Dept PS IX 0588, 1-4 The Mews HatJtcrly RDad Sldcup Kent OAH 4DX 

I PLEASE SEND ME FREE LITERATURE ON THE ATARI ST 
I 
I 
I 
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Mr/Mra/Ms; 
Address: 



C3es j ou a 
^ 11 H3. tWtll 



Poilcode: 
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CTA/ N|/ COMPUTER 
9 I AV IV PRODUCTS 



CENTRONICS PRINTER INTERFACE 

400, 800, XL, XElAnvB Bit Atari) 




TYPE 720 00 

• ANY CENTRONICS PRINTER 

• NO SOFTWARE NEEDED 

• ALL CABLES SUPPLIED 

• EASY TO USE - JUST PLUG IN AND GO 

• TRANSPARENT & CONVERSION FEATURES INCLUDED 
« FULL YEARS WARRANTY 



FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 
, ORDER 


H E £ DM O RE LIMlTI P 

26 farriers Way, N»th«rton J 

Tel: 051-321 2202 Lt» 





ARE YOU MISSING OUT? 

Yuu've got lots, of questions about yuur computer bui don't 
know who to ask! We du! You re not sure which software is beat 
for your applicalion! We do! You'd like to keep up to date wilh 
Tie* releases and be sure they are a good buy. bui who's going io 
tell you' J We will' You would love to gel to know other Atari 
emhusiasts. but you don't know bow! We do! You want to get 
some ol that 'Public Domain' software you'ye beard about, bui 
where Irom? We know! You don't want 1o leel like you're Ihe 
only Alari owner in the world, bui where can you turn too! Wall, 
we can help' Great, bui who are you?? 

We aie the largest (and oldesl | Aiori Compute* Owners Club 
in the U.K. Forjusi £E>1H1 per year yougel help, assistance, hints, 
lips. Inends, pen pals, access io PD soltware. up to date 
iniormation. games, utilities, hardware project, software 
reviews, programming tutorials, and a glossy club magazine 
every quarter. 

A cluh magazine as well!! One of I hose photocopied things 
that is unreadable, eh! Well no, il s professionally produced, just 
like this magazine you're reading, lis called MONITOR, you may 
havtj heard ol it? Yes. friends of mine have read n and say it's 
great! How do I join the club and gel my copy of MONITOR'-' 
Easy just send a cheque or postal order for £5.00 to ihe address 
below requeuing a four issue subscription. Overseas 
membership is £8 CK1 I.sut lace) or £ 12.0CH Airmail I. 

You won't be disappointed?! 

The U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, SSS BLR 

Independent User Group 



Jumble 
Cell 



How can such a simple 
program drive you insane? 
John Lawford's brainteaser 
will do just that! 



If you can solve the Rubik Cube in 49 seconds Dot then 
possibly Jumble Cell is not for you so feel free to leave the 
page and ond get back to discovering the Secret of Life, The 
Universe and Your Way Round Basingstoke, If you are 
already in Basingstoke then I was, of course, referring to a 
totally di fferent town of the sa me na me! 
For those kind and obviously intelligent readers who are still 
with us, here Is a quick run down of the story so far. lumbte 
Cell (don't you just hate puns!) is a game that will try your 
patience and could put the cat in mortal danger. When you 
do solve it (and you will - eventually) the clock at the bottom 
of the screen will show you just how quickly time passes 
when you're being driven insane. 

The game opens with three rows of three eight sided cells, 
then for no apparent reason the computer scrambles the 
middle line. Oh what a mess! - your task is to re arrange the 
jumbled pieces so that you end up with nine perfect cells. A 
bell will sound and the instruction 'GO' will tell you when it's 
time to start. Use the joystick to move the white diamond 
around, as you pass over a piece it will move in the opposite 
direction to the diamond which will jumble any piece it 
moves over. All the time the clock is ticking away, fortunate- 
ly there is no time limit to the game hut your final time will 
be an incentive to complete the cells more quickly next time. 

lust in cose you've got the idea that it's impossible to do - 
remember your ATARI never lies (well not much). Before the 

CO' message appears, the computer will have checked that 
all the pieces are capable of fitting toaether - honest!. If 
things really do get too much you can always press the fire 
button to reset the clock and give yourself a new set of 
shapes. 

Jumble Cell is not a shoot em up arcade game, |ust a simple 
bit of harmless fun ■ just ignore the men in the white coats 
they're probably only selling ice cream! 
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QIC 1 REM WM B Hhtt W WMMM WKM KMMH ) ( H KMMKB t D Ht^ 

KB 2 BtH * JUMBLE CELL * 

ZD 3 REM * by # 

Vfi 4 REM w John I awford * 

DZ 5 REM « - tt 

HS f> REM * PAGE 6 Magazine - ENGLAND 1 * 

Uti 7 HEM *M WM W W W W MMMM1CW W H W M rtMMMMMW WM WW 

HN 8 REM 

CM 1© DIM DHtl53^DY(15J , T$ C23 ,B$C2J , AR$ CI 

J j TTSCfli , tf$ CZ> , MSC2 3 , S$C2) JAR = 2 5 8 
PC 28 DKC143 =© EDM 1133 =8:DX £9) =-1 rDHtl81 = ~ 

1 :DKCiil=-l i DKC5)=1 :PX C63 -I ;DX€?3 =1 
MB 3G DV =©: DVt7i =0 : py f6J^-l SOV C±ai=-1 

: DV f 14 J =™± j DY £53 =1 : DY CS3 -1 : DV fI3J =1 
CM 40 TS^* 1 !*** 1 : OPEN 81, 8, 8, "5 : » 

01 48 REM REDEFINE CHARACTERS 
BE 58 GOSUB 488 ! POKE 756,CH/25&! POKE 7GB , 

56 s POKE 7l», 72 J POKE 789, 250: POKE 712,4 

: POKE 711, 14 : POKE 87 r ft 
AF 60 POKE 752, 1 ! FOR A = 7 TO 12 STEP 2: FOB 
8-6 TO 15 STEP 4 ; P051 HON A, Si? It* j f $ 

! NEKT B : NEXT A 
AR 70 FOR A=7 TO 12 STEP 2 : FOR B-7 TO 16 

STEP 4: POSITION A,B : ? St6;B$:NEXT BiHEK 

T a : TT$ = ,4 0O : OO : ©9 M 
01 80 POSITION 5,1.:? H6 : "ff PTHMJ JDT 1 :f ni 

OR 17 4 : PLOT 5,2 :1>RAHT0 15,2 
J£ 85 COLOR 13JPL0T 1,21:DRAHT0 18, 21 : POS 

ZTION 6,22:? tt&;TT$ 
LIB 98 XT-1 : YT = 2Bt COLOR AR : PLOT HT,VTiDH=l 

:OY=l?GOTO 128 
WB 100 REN SCRAMBLE THE PIECES 
GN 128 FOR 1=1 TO 31 : RH=INT C5*RND C03 +73 ; R 

V=IIIT CZ*RND (83 +183 ! TRM-RX : TR¥ = RV J LOCAT 

E TBH,TRY,G 
YT 138 IF G> 34 OR G<39 THEN COLOR L3N2 
TE 140 COLOR AR : PLOT RX,RY : COLOR UN2:PLQT 
TRK, TRY i UN2 - G : RK = TRM 1 R Y~TRV : NEKT I : GO 

SUB 368 

Cfl 150 IF 5TRIG £03 G THEN ? tf 6 j C HR $ £l 2 5 3 : 
GOTO 88 

MO 159 Hl-8:Ml=e : 51=8: POKE 28,0: POKE 19,8 

:P0KE 18,8: ST=Hl*3600 + HlVt6O+51 
GS 160 POSITION 6,22 !? »6jTT$ 
UT 178 G05UB 198 
OK 188 GOTO 168 

EZ 19© 5=STICKC8J : REM IF 5-15 THEN 198 
UA 195 TPH=XT+DN £53 :TPY=YT+DYC5> 
TZ 288 POKE 77,8:IF 5TRIGC03 =8 THEN POP S 
GOT© 150 

HI 202 ET-INTCCPEEK £183*55536+PEEK £193 »75 
6+PEEK C283 3 /49 . 858653 ! CT = ST+ET : H = INT CC 
T/36883 

KI 283 CT=CT-H*3608: M=lNTCCT/683 

DO 204 55=CT-M*60 : H-H* CH <24> : TT$= BI 8© : 88 : 8 

8" !H$=5TR$CH) ;M$=STRSCM3 ;S$=STR$ CSS J 
IK 286 TT$t2+l-LEN£HS> r 2J=H$ ! TTS C5+1-LEN £ 

MSJ , 53 -MS ! ITS CS+l-LEN C5$> , 8) =SS 
5H 218 TPN=HT+DXCSS : TPY=YT+DY«SJ 
RM 228 IF TPH<8 OR TPK>16 THEN TPK'18*CTP 

N>83 +1 

CF 238 IF TPY<3 OR TPY> 28 THEN TPY=20*CTP 

Y#©3>+3 
WB 248 LOCATE TPK,TPV,d 
OQ 258 IF 0>34 OR 0<39 THEN UN=8 
B4J 268 POSITION K T , YT : PUT 1*6,0: IF S<>15 T 

HEN GOSUB 3 20 
GO 270 POSITION 6,22:? St6;TT$ 
OF 288 COLOR AR : PLOT TPX,TPY 
OM 298 UN = 0 
KP 308 MT=TPH ! YT=TPY 
ZB 318 RETURN 

02 328 SOUND 1, 25, 18,18:FOft 14=1 TO 2 : NEKT 
H ! SOUND 1,0,0,0 :RETUBN 



Jumble Cell 




QU 338 REM 
OH 348 REM 

JF 358 REM CHECK THAT PIECE5 HILL FIT 

RK 368 FOR CK=7 TO 12 : FOR CY=fc TO 17 

KS 37© LOCATE CX,CY,CK 

UG 380 TOT-TOT+CK 

OU 3S© NEKT CY : NEKT CX 

RK 488 IF T0TO24&& THEN CK = 0 ! T 0T= 8 : GO T 8 
448 

FY 41© CK = 8! T0T=8 : POSITION 9,4:? tt&^'go": 
FOR 0=15 TO 8 STEP -0.0&:bOUND 1,38,12 
, U 

MIC 420 NEKT U^FOR N=l TO 2 : NEK T H : P 05 1 TIO 

N 9,4:? 11 ; RETURN 

00 43© REM 

MB 440 CK = © : TBT = 0 J POP : GOTO 88 
OO 450 END 

FC 468 CM=PfEK (10&J ~B : GRAPHICS 1+16 : CH=CH 
*256 

HO 478 DIM MVS €321 : RESTORE 500 
JO 488 FOR L=l TO 32: READ B : MVS £13 = CHR$ CO 
3 ! NEKT L 

22 498 J = U5R CADR CMOS} , Ctf, 573443 
OH 588 DATA 184 , 104 , 1 3 3 , 215 , 104 , 1 33 
PK 518 DATA 214,104,133,213,184,133 
BF 528 DATA 212,162,4,160,8,177 
DL 530 DATA 212,145,214,200,208,249 
SL 540 DAT a 23©, 213, 238,215, Z82 , ZOS 
LP 550 DATA 240,96 
UM 560 RESTORE 618 

MY 570 READ A : IF A= 1 THEN RETURN 
PF 560 A=A*6 

S¥ 590 FOR L=0 T© 7 ! READ B : POKE CH+A+L , B i 

NEKT L 
PV 600 GOTO 570 

YT 61© DATA 3,8,15,31,63,126,124,128,12© 
IY 620 DATA 4,©, 2 40, 248,25 2, 126, 62,38, 38 
2T 630 DATA 5,120,120,124,126,63,31,15,0 
LC 640 DATA 6,38,38,62, 126,252, 24 8, 248,8 
JA 658 DATA 56,24,68,182,195,195,182,68,2 
4 

MY 66© DATA 8,255, 25S , 192,192, 192,192, 19 2 
, 192 

VO 670 DATA 9,255,255,3,3,3,3,3,3 
KN 6B0 DATA 13,255,255,0,8,0,8,8,8 
ZU 69 8 DATA 14,0,0,0,8,0,0,255,255 
OC 78© DATA 11,192,192,192,192,192,192,25 
5,255 

JZ 718 DATA 10,3,3,3,3, 3, 3, 2S5, 255 
66 7 20 DATA -1 
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The new Atari Games Ce 

It's what every computer games player has been waiting for. Hundreds of brain- 
boiling software titles that'll push your skill and judgement to the limit, All under one rod. 
When it comes to packing hardware, Rambo's got nothing on us. Everything from the 




entres have hit town 



in- stunning Atari VCS to the mindblowing Atari XE Games System. 
>f* So get down to your local Atari Games 

>e Centre. They're smashing. 
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THE 



MICROLINK 
CONNECTION 



John S Davison looks at a 
good value modem package 
that comes with free ST 
software but can be used 
just as well with an XL or 
XE to call Microlink or any 
Bulletin Board in the world 



Interested In going online? If so, you must consider this special 
communications package from MicroLink, as it has everything 
the ST user needs to get started, and at a very good price. It 
contains the MicroLink Multispeed modem, an R5-232 coble, a 
disk containing Kumas's K-Comm II communications software, 
and appropriate instruction manuals. Even though the package 
is aimed at ST users, it's still good value for the 8-bit user, 
however, you'll need a separate RS-232 interface such as the 
excellent P:R:Connection (reviewed in Issue 30) and an appropri- 
ate interface coble, although you could ht a suitable plug to the 
cable provided if you're confident wielding a soldering iron. You 
also need 8-bit communications software, but you'll get this 
anyway if you buy the P:R:Connection. 

As the package is a promotional offer for the MicroLink service 
you also get free MicroLink registration and its Telex link worth 
L15, and one month's free connect time on MicroLink and the 
Telecom Gold service, which could be worth a fortune depending 
on usage I 

THE HARDWARE 

The modem is a badge-engineered version of the recently re- 
leased Pace Linnet 1200, one of the first of the new bieed of high 
specification, low cost modems available in the UK. Its red and 
black plastic cose is small enough to sit neatly under a disk 
drive. The front fascia carries just six indicator leas - no knobs, 
switches, or other technofreakery. These indicate power, online, 
carrier detect, transmit, receive, and auto answer mode. 
The rear panel has sockets for RS-232 cable, phone handset 
(optional), and low voltage power supply, the PSU for which is 
Incorporated into the three pin mains plug. Connection to the 
phone system is via a captive lead, the plug of which goes into 
the normal BT wall socket. There's also a tiny 'panic button' to 
reset the modem should the need arise. 

The modem is intelligent, using commands compatible with the 
now universally accepted Hayes AT command set. Unusually at 



this price level it covers V21/V22/V23 standards, allowing full 
duplex operation at 300, 1200, and 1200/75 (and 75/1200) 
baud, so meeting the needs of most home users. Speed buffering 
is provided for computers or Interfaces unable to handle split 
baud rates, such as the 8-bit machines using F;R: Connection or 
Atari 850 interfaces. 

The modem has autodial and autoanswer facilities, autodial 
working with both pulse and tone dialling, and using phone 
numbers recalled from Us 32 entry battery backed number store, 

if required- 

When dialling you can monitor call progress through the 
modem s monitor speaker, making it easy to detect any problems 
with the call, such as no dial tone, number unobtainable, en- 
gaged, or the dreaded BT silence. If the engaged tone is detected 
the modem can automatically redial up to four times - the 
maximum allowed by BT. "Unlike some low cost modems, this 
one has full BABT approval. 

THE SOFTWARE 

I reviewed K-COMM II in Issue 29 and found it less than 
enthralling. The only difference 1 could see between this pack- 
aged version and the original is that the instruction manual 
supplied here is now physically larger than before and is spiral 
bound, but otherwise is identical 

For those who didn't see the earlier review 111 briefly describe 
K-COMM II. It consists of two main parts - K-COMM itself, which 
is a normal scrolling terminal progrum used for accessing ser- 
vices such as MicroLink and other scrolling bulletin board sys- 
tems and K-VIEW, which is a viewdata terminal program allow- 
ing you to communicate with PRESTEL and similar systems. 
It's quite well endowed with features, including emulation of 
Teletype, DEC VT52 and VT100, and user defined terminals, 
support of several different modem types, user defined function 
keys, XMODEM file transfer, screen logging and snapshotting 
and auto logon and auto answer facilities. 
In the original review of K-COMM II 1 found problems using 
several of its features, particularly file handling. This version 
behaved similarly, so my original comments still stand, however 
for basic communications access it worked fine - it's good enough 
to get you started, anyway. 

It took only a couple of minutes to get the modem connected to 
the ST, but ages passed before KCOMM II was installed owing to 
the incredible number of disk swaps involved Using two disk 
drives cuts this dramatically, though. 1 had no problems com- 
municating with MicroLink, PRESTEL, a private electronic mail 
service, or a host of bulletin boards. 

I also tried the modem out on my 130XE, using the ^Connec- 
tion and the superb 850 Express communications software. It 
worked flawlessly In fact, it worked better than my Miracle 
WS4000, which has one or two compatibility problems with 850 
Express- 1 also tried it with the communications program in Mini 
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Office H, and once uguin il worked without fuss, until it died on 
me with a suspected power supply problem, that is! I assume the 
problem was peculiar to the review sample and isn't representa- 
tive of its normal reliability. 

CONCLUSIONS 

My only grouse is in MicToLinks choice of communications 
software,as there are better programs available. Even so r this 
package represents outstanding value for money, particularly for 
ST users trying communications for the first time. The modem 
itself is ci dream, offering facilities previously only avaiiuble on 
modems costing well over twice its asking price. It r s so good, in 
fact, that the package Is worth buying just for the modem. Note 
that the Pace Linnet 1200 on which it r s based could cost you over 
£200 for the modem ALONE! 

So, if you've been on the brink of going online,, hesitate no more 
• currently there's no better way to get into the exciting world of 
telecommunications. 

WHAT'S MICROLINK 
ANYWAY? 

As the package is designed to promote MicroLink, it seemed a 
good idea to try out the service as part of this review, I'm not a 
MicroLink subscriber, hut t hunks to our beloved Page 6 Editor 
who is, I was able to see what it offers. 

MicroLink is a closed user group operated by Database Publica- 
tions (publishers of Atori User and ST User) on Telecom Gold, 
BT's automated office service. Gold itself provides various electro- 
nic office functions, such as text processing, mail file storage 
and retrieval, an appointments diary, and links into other ser- 
vices, such as Telex, IDB (a daily computer industry news ser- 
vice), and rudio paging. There's a hunch of on line games too, 
should you get bored with all this serious stuff. 

On its own Gold doesn't have much to offer the home computer 
user, being aimed more at businesses., however the additional 
facilities offered by MicroLink make it rather more interesting. 
But why should you fork out around £40 per year subscription 
plus connect and usage charges when there are scores of free 
bulletin board systems (BBS) around? 

Firstly, it s available 24 hours every day and has multi-line 
access, so unlike most free BBS's you don't usually get an 
engaged signal when dialling in. Secondly, you can stay logged 
on for as long as you like, whereas most free BBS's set a time 
limit of 45 minutes or so to prevent individuals hogging them. 
Thirdly, although it's bused in London you can access it via BT's 
PSS (Packet Switch Stream) service at less cost than long distance 
phone rates. Finally, it's got facilities not offered by the free 
BBS's, hut not everyone may have u pructical use for these. 

SOME THINGS ARE FREE ... 

After dialling your local PSS access point and getting through 
the rather unfriendly PSS connection procedure you find yourself 
in Telecom Gold. At this point you're paying for a local phone 
call, the PSS link, and MicroLink connect time. A simple com- 
mand (hen gives you the MicroLink menu, which may be broad- 
ly divided into services available for no additional charge, and 
those which cost extra. 

The 'free' items include things like Bulletin Board, Telesoftwarc. 
UK Electronic Mail, MicroLink Newsletter, NewsBytes (computer 
industry news), and Computer Exhibitions Guide. There are also 



sections on business, legal, financial, and mortgage motters and 
WeatherLink, which allows you to download and view satellite 
weather maps 

„. OTHERS YOU PAY FOR 

Overseas Electronic Mail, Telex, and gateways into other systems 
incur extra charges. Some of these are horrendously expensive to 
use (over 50p per minute!), hut are really aimed at business 
users. Other selections cost extra only if you elect to buy some- 
thing offered, being a form of electronic shopping This Includes 
Flora Link, TheatreLink, and Shop Window, which offer flowers 
delivered via Interfloru, theatre ticket booking, and purchuse of 
various computer related items respectively. 

OTHER INTERESTS 

If you've used a BBS before then you'll feel at home immediately 
on MicroLink's Bulletin Board. This has many sections, two of 
which cover Atari ST and &-bit machines. Others include For 
Sale, Wanted, Business Adverts, and Computer |obs, specific 
areas for other makes of computer and several more unusual 
areas catering for interests such as Open University and Farming. 
Some areas didn't seem well supported - in fact, several seemed 
to contain just rubbish. 

Software may be downloaded at no extra charge from the 
Telesoftwure section. When I last checked, it contuined 48 prog- 
rams for the ST and 81 for the 8-bit machines, most being type-in 
programs from the Atari User and Atari ST User magazines. 
MicroLink uses 7 data bits instead of the usual 8 for transmis- 
sion, so binary files have to be encoded for downloading and 
decoded after you receive them. It also means thi- XMOPE.M 
error detection protocol can't be used, which could cause prob- 
lems on poor lines. The online help for downloading is rather 
confusing - nowhere does it explain the need for the decoding 
program, which has to be downloaded as ASCII BASIC source 
code first' 

WATCH THAT BILL! 

You can expect a total MINIMUM cost (using MicroLink und BT 
off-peak rates,) of around C 3.00 per hour from the London area 
to about £5.00 per hour if you live outside the London 01 
dialling area. The difference is caused by the need to use long 
distance phone calls. If you don't use PSS for long distance the 
cost is even higher. There's the additional £3 plus VAT per 
month subscription charge too, plus any of the extra charge 
items should you use them. That monlhly bill could get frighten- 
ingly large! 

Overall I found using MicroLink an enjoyable experience, but 
to be realistic I don't think its advantages are worth the cost for 
the average home computer user. For most people the Bulletin 
Board and Telesoftware areas are the ones of interest, but these 
aren't that much better than those on a good free BBS, such as 
The Ark, or CBABBS. 

1 use a private worldwide electronic mail network daily, so I 
don't need convincing of the value of such things for business 
purposes, but for home use? Not just yet - although the day will 
surely come! 

MicroLink Multispeed 
Communications Pack 
MicroLink Communications 
Price: £169.95 
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MOVE IT 

WITH CHARACTERS 

Animation Techniques using character set 
redefinition and page flipping 



Animation is □ technique used by programmers to add life to 
their programs and give a sense of realism and movement. Most 
commercial games have some form of animation whic h can 
range from simple character movement to complete moving 
screens. 

As with most aspects of computing there are many ways in 
which animation can be achieved. One method is to use page 
flipping which is a process of drawing several separate pictures 
and flipping between them to give a sense of motion. This can 
use a lot of memory if you ore trying to flip several large screens. 
A more effective method of animation is to change the character 
set being used A character set is a block of data which the 
computer uses to assemble characters on screen. There are 256 
characters which feature on the screen but only 128 can be 
changed. This is because the remaining 128 are simply the 
inverse of the first 128. Each character is made from 8 bytes of 
information and is constructed on an eight by eight grid. You set 
the bits for the points on the screen you wish to be on when 
displayed as in diagram l. The eight rows (bytes) are used by the 
computer to display the character and can be found in the DATA 
statements of listing 1. There are several public domain prog- 
rams, such as Create- A- Font (disk 20 in the Page 6 library), and 
several commercially available programs which will help in the 
design of characters and give the necessary data. 

FINDING THE CHARACTERS 

Each character has its own internal reference number (see Table 
1). The data which we use to make a character must be inserted 
at the appropriate place in the set to correspond with the 
character which we wish to change. For example the space 
character lukes up the first eight bytes whereas the letter A 
begins at byte 264. 



by Robert Gibbons 
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ONI HO T I □ H OF MCi USING TWO 
CHARACTER 5ETS COPVIKG 
tOCH CHARACTER TWICE 



KK. HI KIM 

MF 1Z REM 

BV 14 REM 

HT 16 REM 

JM IB SEN 

JT I* REH 

KP ZZ REH 

SA 30 HE M 

F<5 4« FOR I=B TO J H 7 .T : J — PEEKC57344 + 1J 

UO 58 f»0KE 163B4+I, J ! MEKT I 

fl (>« FOR 1:8 T ft 1 PZ3 r J=PEEK C57344 + T-1 

TV 70 PQKE 174tJa + I J J I MtXI 1 

V-y Bfl REH tAl.J J Iff /t AMU^IJ^ I tl -YX HU B 

HL ifl FOP M=9 TO 7 

BH 100 READ A i POKE tftJB4*N+0, A : NEXT N 

HH 11B DATA Z4, Z4, ISB.tf , 36,66, 12? , 0 

GB 12* ARM l*M jm^^^JjtU I JJJ^Hf l 

OH III! FOR H=B TO 7 

AC £4B HEAD 1 A i POKE 474OS+H+0 , A : WEHT H 
150 DATA 24 . 74 r «g . 90, 153,24 j 24,* 

HO 17U r.EAPMICS 2 f POSITION 0,4;' H*; 



■ ! 



KI 18B REH FT.H'MIJI 

ZJ I tO I>ELAV = 1B0 

OA 2BB POKE /56 d 64JFDff 1=1 Tfl DELAY ! HEKT 
t 

210 POKE f5fj f 6e:F0R 1^1 TO DELAY: HEKT 
I 

LU 220 GOTO ZOO 
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The set of character data which the computer uses is located at 
decimal address 57344 (HEX SE000). Because this is in ROM we 
can't write directly to it so this problem is solved by writing our 
set elsewhere and then directing the computer to it. By directing 
the computer to a series of sets, movement can be created. This is 
a far simpler and quicker wuy of animating because the compu- 
ter only requires one address to be altered, 

The best way to make a new set is to copy the ATARI 's set and 
modify it to our own needs. This means we don't have to 
re-create the letters, numbers etc. which might be needed in a 
program. Copying a set with BASIC can be slow but we ll stay 
with it for now. Listing 1 is a demonstration of animation which 
moves arrows across the screen. Type it in and follow the expla- 
nation of the program. 

The first thing the program does it to copy the character set into 
a new location at 163B4 {$4000 HEX) on lines 40 and 50. 
Because we're using two character sets the process is repeated but 
using a different location for the second set in this case 17408 
(J4400 HEX). The next part of the program (lines 90-150} reads 
the data and stores it in the new locations of our character sets, 
As mentioned already, the character data is in the form of 8 
bytes per character and each character appears in the order 
shown on Table 1. Our program uses an altered '!' for the 
animation and therefore the data is stored 8 bytes into the set at 
17416. The next routine simply prints u few characters to the 
screen ready for flipping. 

The address used to flip between the character sets is 756 
decimal (S2F4 HEX) which is called CHBAS It is the address 
which the computer looks at to see where youVe put the charac- 
ter set. The default value is 224 but 226 is sometimes used to get 
the lowercase letters in GRAPHICS 1 or 2. We can store the 
locutions of our new sets here and the computer will automatic- 
ally display our new sets. The address needs to be in the form of 
u page number. Each page of memory is 256 bytes long and 
each character set is 4 pages long. Location 16384 is page 64 
(16384/256=64) and location 17408 is therefore page 6*. 
In our program the page number is stored in location 756, 
followed by a delay and then the next page number stored 
What we see on screen is an instant flip between characters, 
Lines 190-200 contain a suitable routine to flip the sets, BASIC is 
slow at copying the character sets but fast enough at changing 
between sets that we have to put a delay in. Try the program 
without the delay and what I mean. 

USING EXTRA CHARACTER SETS 

The next listing (Listing 2) creates 12 rings on the screen and 
rotates them using the same technique as shown before. The 
only significant difference is the number of sets used, in this case 
four, There are however six positions that the rings take but 
because they are symmetrical we need only four different sets, If 
we had used irregular shapes and tried to do the same sort of 
thing, then we would have needed six sets. Speed is also a 

continued overleaf 



Page 6 Issue 35 27 



MOVE IT WITH CHARACTERS continued 



DIAGRAM 

128 t* ir :& 


1, 

1 


1 


2 


1 














- 24 






■ 










- 24 ; 


□□□□□□□□ 


= 255 








■ 


■ 








- 24 






■ 






■ 






= 36 




■ 










■ 




= 66 


■ 














■ 


= m 


















= 0 


■ 


indicates kit 11 


on 









Diagram 1 
Characters used in first demonstration 



problem. If you are using something which changes slowly then 
you need more in-between' frames. For example, ulter the speed 
of the spinning rings by changing the variable DELAY to 100. 
Notice how the circles jump between each other and the illusion 
of movement is lost. When creating your own moving scenes 
you'll probably need to experiment to find a suitable number of 
frames and the best speed depending upon the memory you 
have left, Also notice the new machine code routine to copy 
character sets on lines 40-80. The routine is called by a statement 
like line 100. If you use the routine in your own programs, 
simply replace the number 16384 by the address of the location 
you wish your new set to be located at. 

USING MACHINE CODE 

As mentioned before, BASIC is slow at doing; the copying but 
fast enough to flip sets. If you were using these techniques in 
another situation where you needed the computer to do other 
tasks at the same time then the timing of the flipping would be 
affected. The only way to get around this is to use machine code. 
Don't wotty if you haven t any knowledge of machine code as 
the routine presented here can be used in your own programs If 
you wish to do so. The routine works by changing the character 
sets during a space of time called the vertical blank interrupt 
(VBI). This is the time in which it takes the electron beam in your 
television to move from the bottom right of the screen up to the 
top left to start the picture again. The VBI occurs every l/50th of 
a second and the computer is able to leave whatever It was 
doing, execute the routine during the VBI, and tome back to 
what is was doing before. Our routine reads the order of charac- 
ter sets and stores it in CHBAS. When it reaches the last number 
it goes back to the beginning just like the previous two BASIC 
programs have done. Listing 3 uses the VBI routine to make the 
old Page 6 logo move using five different sets in eight positions. 
Notice how you con still type and program while the logo is 
spinning. The VBI routine is on lines 520 to 630 and to use it in 
other programs simply put the speed on line 590 and the order of 
sets on line 610. Line 630 is needed to murk the end of the sets. 
Hopefully you now have some insight into animation and how 
to implement it into your own programs. You should now be 
able to make your own animated sequences and use all 128 
characters if you wish to create a masterpiece to rival even Walt 
Disney! There still remains much room for experimenting and if 
you want further reading then 1 suggest the Computer Anima- 
tion Primer by David Fox and Mitchell Waite from Byte Books 
which covers other aspects of animation and some of those 
described here. 




KK IB REH tWttfflfttlWBSttfflBB 

€J 12 flEH tt ARlNATIOH DEMO TWO « 

hc 14 reh « usihg four character sets a 

JA IB REM a AtlD M/C TO HOUE SET 5 S 

JM 1 8 REM it — ' It 

JT 20 REH M PACE 6 MAGAZINE - ENGLAND B 
KP 22 flEH mi lll Ui ll UI« »S« 
BH 24 REM 

Q5 30 REM imt<l4illkHi 

KB 48 DIM R0UT$C34) : FOR 1=1 TO 54 : BEAD fH 

R8UT$Cl,I>=CHR$<A) EMEXT I 
MB BO DATA 104 , 184, 133 , 287, 184, 133, 286, 16 

9 133 

HH BB DATA 204, 16», 124,133,205,162,4,168, 

0. 177 

PL 70 DATA 204,145,206,136,268,249,238,20 

5, 230, 287 
LH 80 DATA 202,200,242,46 
€J 98 REM 
UL 108 N=USRtADR IR0UT$J . 16364J 
OCt 110 H=U5RCA0ReR0UT5J , 174683 
MM 128 K-llSfi CADP fHOtlT*J ,18432) 
TJ 130 K-US R^T^RJ&UT^^ 13^1 563 

LH 150 FOB 1=6 TO 31:REAB A ' POKE 163B4+8t 

I j A p HEriT I 
JE 100 DATA 7, 24, 32 ,64 ,64 ,126,128 .120 
EN 170 DATA 120, 120, 120 P 64,64, 32,2*, 7 
FG 100 DATA 224, 24. 4, 2, 2, 1, 1 , 1 
HF 190 PAT A l a 1h ti2 J 2 J 4,?4,224 

JA 218 FOR 1 = 8 TO 31 3 READ A i PAKE 1748B4B+ 

1 , A : HEM T I 

BH Z28 DATA 1,2,4,6,0,8,16.16 

HF 238 DATA IB, 16,0,8,8,4*2, 1 

MU 246 DATA 120,64,12,16,16,16,8,8 

KB 250 DATA 0,8, 16, IB, 16, 32,64, 128 

GO 270 FOR 1^8 TO 3 1 ; RE AD A: POKE 10432 + 6+ 

1 , A : NEHT X 
OA 28B V AT A 1,1.1,2,2,2,2,2 
MY 2*8 DATA 2,2,2,2,2,1,1,1 
EZ 300 DATA 120, 128,120,64, 64,64,64, 64 
DI 310 6 AT A 64,54.64,64,64, 128,120,126 

pn 33o fob i=b to si = bead as poke 1*456 + 6* 

l.AiMLHT I 

JK 340 DATA 1,1,1,1,1,1,1,1 

JZ 350 6 AT A 1,1,1.1,1,1.1,1 

CZ 360 DATA 120, 120, 120, 120, 126, 128, 128, 1 



&B 



UH 180 
TA 390 
KI 480 
HJ 416 



370 DATA 120,120,128,120,128,126,120,1 

? o 

reh ,-n«,ii:M nrranr 

GRAPHICS o 

POSITION 14,7:? 1+ !H Itt !H +»" 
POSITION 14,8!? CMflf «343 : "O j CWRS 
CI4I I' 1 * "jCHRS£34Si"S ■■jCMR*C34»;*'* » 
KL 428 POSITION 14,18i? *' ! » !t* ?B '- **" 
«K 438 POSITION 14, lit? CHRtl341j;"S ,F ,CHR 
$(34) i"* "ICWR* C341 ";CHR$<34> >"$ " 
MR 448 POSITION 14,13!? '" ! « 'It ■ «" 

JO 450 POSITION H,14;» C»RS £34) J "* CHB 
5(34) ■';CHR*(I4l i"S "j€HRSll4J J"* " 
KH 460 REH M.tTJEiril 
GB 478 0ELA¥ = 16lF0R Ht=l TO 6 
TJ 460 READ A : POKE 756,11: REH 



EV 448 FOR 1=1 TO DELAY: NEKT I 

DP 5B8 HEHT N : RESTORE 5ie:G0T» 47B 

VQ 518 DATA 04,68,72,76,72,66 



Listing 2 



Computer Animation primer, probably the finest book to 
have been written on Atari animation, is available from 
the Page 6 Accessory Shop (see outside back caver for 
details) price £19.95. 
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KK 
HA 
RH 
US 
JH 
JT 
KP 
f ' H 
QS 
MB 

Hft 

MM 

PL 

[>M 
EJ 
OL 

08 

TJ 
JF 
BO 
J K 
GG 
OS 

RM 
HH 

DI 
AP 
CA 
Nil 

5E 



18 REM JIMIIIIII 

12 bem n 

14 REM n 

IB REM S 

IB REM n 

24 REM « 

22 REM ttt 

24 REM 

30 REM 



ANIMATION DEMO USING 3 U 

5 CHARACTER SETS Hit H VB[ tt 

M^C ROUTINE TO MOUE SETS tt 
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gad th3 ddta for the four 



which don't change 



KZ 
HU 
RT 

or 

01 
DJ 
DM 



48 DIM ROUTS C343 ! FOR 1 = 1 TO 34 .READ A: 
TOUTS' CI , I> = CWR $ C A) : NEHT I 

58 DATA lW,lB4 J lJ3 J ?BM»4.t.!.!. ?flfi,lfi 

9 p 8 , 133 

68 DATA 204, 163, 224,133, ZBb, lb2 , 4, 168 r 
D, 177 

70 DATA 204,145,?8t,t]& H 2ee i 249 I 238,2a 
5, 238, 287 

88 DATA 202,280,242,96 

?e rem i>h j.ii ^ j-n 

188 K-USRCADti CROUTS) , 16364) 
118 X=USRCADRCftOUT$> , 174889 
128 X=USR<ABR<ROUT$) ,184323 
138 M-USRtADRfROUTS) ,13456) 
148 K=rU5H 4ADR EROUTSS , 204803 
ISO REM 

iG8 rem t4Ji\Amum 

178 F8R 1 = 1 TO 5 ; LOC=15360+ CI*1024> 
180 FOR D=6 TO 31: READ A ; POKE LOC+Z4+D 
■ A i NEKT D £ RE STORE 198 : NEK T J 
19ft DATA 8,3,119,54,28,20, 13, 15 
288 DATA 8,128, 128, 128,134, 1BO, 229,97 
218 DATA 14, I2 H 12,12,6,4,8,8 
228 DATA 09,113,1,1,8,8,8,8 
238 REM 
248 REM 
250 LOG=15368 ! RESTORE 278 
268 FOR 1=1 TO S ! L0C=LOC+1824 : FOR 0=8 
TO 31! READ A E POSE L0C+56+D , A : NEHT D : HE 
KT I 

27ft DATA 1,1, 99, 163.153,2 IS, 183, 7 
2SO DATA 12S,12B,l2H 1 fl,e,Z4B r 2S2,2& 
29ft DATA 14, 12,12,12,14,7,7,1 
JUH DATA 14 .6,6,6, 14,20,252,348 

320 DA T A 8 pi 8 , 98, 168,168, 209 ,97,1 
338 DATA 128, 1Z8, 128, 128, 12fl, 192 . 224, 1 
76 



ID 348 DATA 1,1,1,1,1,1,0,0 

Fft 358 DATA 16, 16, IB , 16 , ±6, 1 78 , 224 , 84 

AI 178 DATA 0.0,96,168,168,206,96,6 

RH 308 DATA 64 , 64 , 64 , 64 , 64 , £4 , 64 , 64 

FB 398 DATA 8,8,8,8,8*0,8,8 

III 488 DATA 64,64,64,6 4,64,64,64,64 

PU 410 REM fl-f-|J »-TTWl 

BF 428 D At A 0,8,96,168,168,288,96,1 

EG 438 DATA 32,32,32,32,32,112.248,176 

IE 440 DATA 1,1,1,1,1,1,0,0 

FB 458 DATA 16, 16 , 16 , 16, 16, 1/b , 224, 64 

(.11 470 DATA 8, Op 96, 168, 168, Z89p 183, 7 

HG 400 DATA 48 , 48 , 66 , 24 , 24 , 2B2 , 252 „ 2fl 

RV 498 DATA 14 , 12 , 12 , 4,2 , 14 , 7, 7, 1 

PA SOB DATA 14,6,6,6.14,28,252,244 

ZZ 528 FOR 1=1536 TO 1608 : READ A:POKE I, A 
1MEHT I 

LA 530 DATA 104 , 169 , 6 , 1 £0 , 1 I , t62 , 6 , 76 , 92 , 
Z28, 96, 173 

OF 540 DATA 62,6,201,0,248,6,286,62,0,76, 
SB, 6 

KW £50 DATA 173, 53 p 6 , 141, 62, 6, 174 H 61, 6, IB 
8, 64,6 

KV 568 DATA 192, 255, 248, 18, 148, 244, Z, Z3Z, 

142,61,6,76 
KJ 5/8 DATA 50,6, 162,8,14 2,61,6,76,38,6, 7 

6,95,228 ,1,0 

mo i,0o Ktw yj^mu 

OR 690 DATA 4 

AC 018 DATA 54,68,72,76,80,76,72,68 

IJ 638 DATA 2SS 

FG Ml GRAPHICS 2: POSITION 8,3:? B6;" »$ 

■ f ItS * I US ■ f" 

NP 658 ? tt6i" XAl* Xftl* HUff* 

KJ 668 REM 

ZT 678 REM 

DM 644 H=USR 

KK 690 REM 

NM 788 END 
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Table 1 - Position of characters in character set 
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TOMAHAWK 



You can't keep a good man down! 
John Davison 
is up in the air again! 



BmK MARSHALL 



In the hundreds of hours I've spent using 
many different flight simulation programs 
I've never flown a helicopter simulator, so I 
was very pleased to receive Tomahawk for 
review. It's another of those combat Simula- 
tor/game hybrids in which you fight an 
enemy to gain points as well as flying and 
navigating your aircraft - in this case a 
Hughes AH-64A Apache advanced attack 
helicopter. 

The disk version reviewed here is supplied 
in a slim plastic bookfomi package contain", 
ing a disk, an excellent instruction leaflet, 
and a large colourful poster. This shows 
pictures and full details of the Apache, 
including notes on helicopter aerodynamics 
and air-to-air combat techniques. The prog- 
ram's designed for XL/XE machines only, as 
it needs 64K to run. 

After boot-up you can set various simula- 
tion parameters. These include mission type 
{training mode or three different combat 
scenarios), day or night operation, dear or 
cloudy conditions (with selectable doudbase 
from 50 to 5000 feet), calm or cross wind/ 
turbulence conditions, sound on/off, and 
finally pilot rating. This last item affects the 
accuracy of enemy Are in the combat 
scenarios, and therefore acts as a difficulty 
level' control. 

INSTRUMENTATION 

The main screen looks familiar, being 
similar in style to Fighter Pilot, an earlier 
release from Digital Integration. The top 
two-thirds of the screen shows a 'through 
the canopy' 3D view and the remaining 
part represents the instrument panel. 

As befits a good flight simulator there's a 
lot of instrumentation, but I suspect that it 
is functionally game oriented rather than 
realistic- On the left are engine and rotor 



related instruments, implemented 
here as 'thermometer style' dis- 
plays. These cover collective pitch 
■ setting, engine torque, engine and 
[ rotor blade RPR fuel level, and 
1 throttle setting. 

|l Next to this is TADS (Target 
^* Acquisition and Designation Sys- 
tem), used to range and identify 
potential targets as tanks, field 
guns, or helicopters. To the right of TADS is 
the pilot's Visual Display Unit showing 
digital readout of airspeed (forwards or 
backwards!), altitude, vertical speed, and 
distance/time to objective, To the right 
again is a group of instruments showing 
roll, pitch and sideslip information. 
On the far right is the Navigation Display 
showing current heading, current track (as 
helicopters can fly sidewaysl), and bearing 
of your selected objective. The objective can 
be any one of eight navigation beacons 
scattered around the simulation's map area, 
any of four landing pads in the current 
sector, any of eight ground targets in the 
current sector, or air threats, i.e. enemy 
helicopters. After selecting ground or air 
target you can choose to use 30mm 
chain-gun, unguided rockets, or laser guided 
Hellfire missiles against it. A different 
shaped gunsight is superimposed on the 
windscreen to remind you of your choice. 
Points are scored by destroying enemy 
tanks, field guns and helicopters, with 
different values awarded depending on 
target type and weapon used. 

The bottom of the panel graphically 
displays weapons status, i.e. number of 
rounds remaining for each weapon. Next to 
this is your current score, and finally a 
systems status panel showing when 
weapons, navigation, TADS or engine sys- 
tems are damaged by enemy fire. Phew - 
and I thought flying a helicopter would be 
easier than an F15! 

A map screen shows the layout of your 
extensive operational area. It's divided into 
128 rectangular sectors and shows the 
position of the eight navigation beacons, 
mountains, and your current position. Also 
shown is the enemy helicopter which is 
always out looking for you. None of the 
ground targets appear - you have to locate 



these yourself using your instruments. 

In training mode all sectors are friendly, 
but contain enemy tanks and guns for 
target practice - they don't shoot back' In 
combat mode sectors are colour coded to 
show which are enemy held or under 
enemy attack. You have to destroy all 
enemy tanks and guns in those sectors 
before he destroys yours {or you!). 

CONTROLS 

Helicopter controls are rather different from 
their fixed wing counterparts, but have 
similar effects. The two most important ones 
control cyclic pitch and collective pitch of 
the rotor. Cyclic pitch is joystick controlled 
und is used to tilt the helicopter into a 
nose-up or nose-down attitude or to roll it 
from side to side. This also accelerates the 
aircraft in the direction of tilt, so causing it 
to fly forwards, backwards, or sideways. 
Collective pitch is keyboard controlled and 
causes the helicopter to rise, hover, or 
descend vertically. Other keyboard controls 
operate the tail rotor pitch for directional 
control, and throttle setting. 
To fly a helicopter accurately and success- 
fully requires the pilot to constantly adjust 
all these controls to balance out the forces 
acting on the aircraft. Fortunately, the 
Apache has a computerised control system, 
which does much of the control juggling for 
you. Even so, its still a !*?**! to fly! 

It s wise to start in training mode, first 
learning the use of collective pitch. This 
enables you to vertically ascend, descend, 
and hover without overtaxing the engines 
and causing them to fail You can then add 
tail rotor control before going on to tackle 
the challenge of cyclic pitch. 
Then it's a cast 1 of learning to co-ordinate 
the controls, and to counteract the side 
effects of one by use of another It's 
fiendishly difficult at first, but the instruc- 
tions help, telling you how to handle all of 
the normal helicopter manoeuvres, includ- 
ing the spectacular torque turn'. Safe limits 
for aerobatics are also given - exceed them 
and you'll be treated to the program's 
spectacular crash effects involving much 
screen flashing, explosions, and windscreen 
cracking! 
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Warriors of Ras 

Screenplay/AH American Adventures/US Gold 
8 bits and a Disk Drive 
Price - variable 



7000 GROUND FEATURES! 

Missions start on a helipad, and your view 
beyond it shows equal amounts of green 
teim-nrma and bJue sky, with the horizon 
running acruss ihe middle. Scattered around 
in the distance you can see black dots and 
a few odd shapes. These are ground 
features, of which there ore over 7,000 in 
this simulation. Many of them never octual- 
lynesolve into anything more than a black 
dot, but they do give the impression of 
movement as you fly over them. Others turn 
into recognisable features as you approach 
' 3D wireframe buildings, pylons, trees, 
mountains, helipads, and enemy (and 
friendly) tanks and field guns. 

Screen update is 2-3 times a second. Ideally 
it should be faster, but if s no worse than 
other good 8 -toil simulators. The horizon 
rises, falls, and tilts realistically and fairly 
smoothly as you stagger around the sky, 
and the 3D ground features Look reasonable 
from all angles even though they're only 
wireframe graphics. Disappointingly, heli- 
copter sounds are restricted to the distinctive 
thwakka-thwakka noise of the rotor blades 
- there's no whine or roar from the twin 

Once competent you can go into combat 
The three scenarios progress in difficulty 
from clearing four sectors to liberating the 
whole map. On approaching the enemy, 
flak starts bursting around you, and unless 
you continually swerve to confuse enemy 
gunners it will eventually damciqe vital 
helicopter systems, or cause structural dam- 
age. Three structural hits cause you to crash. 
¥eu have three helicopters at your disposal, 
so you can survive three crashes before 
havmy to start a new mission. 

FIRST RATE 

I've thoroughly enjoyed using Tomahawk 
Its a first rate, quality program offering real 
challenge as □ flight simulator and lots of 
excitement In the tradition of the best 
combat simulators. It's also very addictive 
once you can handle those controls. But 
don't take my word for it - get yourself and 
your wallet down to your local software 
store and find out for yourself. 



TOMAHAWK 
Digital Integration 
Cassette £9.95 
Disk £14.95 



John Sweeney adventures into the past 
to find some less well known programs 
that will stilt entertain 
- if you can find them! 



The Warriors of Has is a series of four graphics role-playing games - Dunzhin, 
Kaiv, Wylde and Ziggurat They were first released way back between 1981 and 
1983 but the first two were re released in 1986 by All American Adventures/US 
Gold on a single disk. My local shop was selling the two of them for only #3.99. 

I also picked up an old copy of the Wylde for a fiver from another shop. Their 
graphics may look a bit primitive compared to Gauntlet and the scape of the 
game rather Limited compared to Ultima IV, but if you can get them for that sort 
of price I think you will find them quite good value for money. 

Dungeons and Dragons players will irnmediutely recognise most of the the jargon 
about experience points and levels, but it will not ail be familiar as it is based 
on an alternative set of role-playing rules called THE GAME, FANTASY EDITION 
(1978), The main differences are in the combat and the movement rules. 

Once you have bought weapons, armour and all the other items found useful 
in dungeons you set off into the game - a bird s eye view of your character 
exploring the 'dungeon r . Passing through any area causes it to be mapped on 
the screen for you, so you need to do very little mapping in most of the games. 

Most of the denizens of the dungeons will attack you immediately. If you are 
hit then your armour will usually protect you from the first few points of any 
damage (until it has deteriorated completely), any other damage removes hit 
points from the part of your body which the blow struck. When you strike back 
you must be carrying a suitable weapon and you must specify exactly which bit 
of the enemy you one aiming for - head, chest, right leg, etc. You may specify 
that you wish to strike with FORCE, which may inhibit 'your aim, or you may 
AIM to give a greater chance of success. Aiming however takes time and the 
enemy may get In an extra blow. Losing all the hit points for any part of the 
body brings instant death. This does mean that a lucky blow to a weak area such 
as the neck can destroy even the strongest of characters and you should save 
frequently. Fortunately the save facilites are quick and easy to use> 

Apart from the monsters there are of course treasures, including one special one 
In the farthest area of the game which is your objective The games also include 
various specials such as weapon repair rooms, or caches of food and weapons. 

The Input to the game is via single letter commands an the keyboard to aim, 
bribe, hit, eat, move, etc. Most of the commands need extra information and you 
can give commands such as DRINK POTION OF STRENGTH. The four games get 
progressivley more sophisticated: Kaiv introduces potions, rings and wands; Wylde 
introduces more sophisticated combat involving a close up screen of the fight so 
that you can manoeuver around the terrain and use more suphisticted weapons 
such as wands. Ziggurat uses glj the facilites of the previous three to reach a set 
of 26 commands. 

Warriors of Ras may initially seem a bit slow, but once you have mastered the 
controls you should type in the command SPEED which cuts the responses from 
three seconds to less than one second. My copy of Wylde wouldn't do this, and 
since the tights may involve half a dozen messages 1 was often faced with 10 to 
15 second responses - a trifle boring! Since there seems to be some variation in 
this it is probably worth checking before buying. If it hasn't got the SPEED option 
It Is significantly Jess worth while. 

One nice feature of these games Ls the facility provided for moving a character 
around between them. Once you have built up u 10th level warrior with 10,000 
gold pieces you can save the character rather than the game and then restore 
him to a different game. Again, my Wylde was slightly flawed In that it didn't 
prompt for the necessary disk changes. You can overcome this by the following 
steps: switch to the save disk before entering Y (for Yes, you want to restore a 
saved character), enter the dungeon (which will appear on the screen as garbage 
since it omitted to ask you to switch disks back)r switch back to the Wylde disk; 
save the character onto it. Now you can reboot the Wylde disk and load the 
character from that disk. 

All in all they are quite reasonable little games to while away an hour or two. 
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REFLEX 



by Bill Halsoll 



Reflex is a machine code game for 1 or 2 players 
requiring a joystick for each player. The object of 
the game is to score the most goals in the given 
time. The field is reminiscent of a netbalt court with 
8 coloured disks corresponding to the 8 directions in 
which a joystick can be pointed. To take control of 
a disk point your joystick in that direction and the 
colour will change to yours. If the ball hits the disk 
while it is your colour it will be deflected towards 
your opponents goal. 

To move your goalkeeper from one side to the other 
press the joystick button. You can keep the button 
pressed permanently to shuttle the goalkeeper back 
and lorth. The goalposts act like disks so it is possi- 
ble to score straight through them. Flayer 1 scores 
goals at the lop of the screen and Player 2 scores 
at the bottom. The game score is displayed at the 
top of the screen. To play a 1 player game press 
joystick button 1. For a 2 player game press joystick 
button 2. In a l player game the computer acts as 
Haver 2. 



SEVEN LEVELS 

There are seven levels of play which can be selected by con- 
tinually pressing the OPTION key until the desired level is 
reached. Options available are: 




Title 



Reflex 
Keflex 1 
Reflex 2 
Reflex 3 
Reflex 4 
Reflex 5 
Reflex 6 



Boll Speed 



slow 
slow 
slow 
fust 
fast 
fast 
fast 



Computer Reaction 
Time in 1/50 sees 

127 

63 

31 

127 

63 

31 

15 



Obviously, in 2 player games the computer reaction limes don't 
apply so the choice is effectively between slow and fast ball 
speed, 

The game is different to most and joystick control takes a little 
getting used to so it is recommended that you play the stundard 
game to begin with. It is fun to lose 21-0 in Reflex 6 the first 
time you play but quite demoralising! The title of the game 
comes from the fun I had trying to beat the computer the first 
time I programmed the game. This version had a computer 
reaction time of 1 50th second! t didn't win! 



FAST AND FURIOUS 
10R2 PLAYER ACTION 



TYPING IT IN 

Cassette and disk users should type in Listing 1, SAVE or CSAVE 
a copy, then RUN the program. The program will cheik each line 
of data and inform you of any errors. Correct any errors and 
RUN the program again until all errors are eliminated. When 
this is done answer the cassette/disk questions accordingly to 
create a boot tape or binary disk file. 

To load the boot tape remove all cartridges then turn on the 
computer while holding down the START key (XL owners should 
hold down OPTION as well). Press RETURN and the tape will 
loud and run automatically. 

Disk users should type in Listing 2 and save it on the same disk 
us the binary file created by Listing 1. RUN the I isting 2 program 
with the disk in the drive and the game will load and run 
automatically. 

Note for disk users: If any other programs have been used [>r]or 
to Listing 2 being loaded it is recommended that the computer 
be turned off and on again before Listing 2 is loaded and run 
to ensure that the game isn't corrupted by any data left in 
memory. 
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KEFLEX 



EI 
CI 
Rfl 
UL 
fcC 
IZ 
EO 
HH 



1 REM MM HWK KW 

2 REM M 

3 P \ M * 

4 REM M 

5 BEM * 



b REM * 
7 REM *W 
B REM 



REFLEX * 
by * 

Bill Kigali » 

w 
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MM M MMMM MMMHM H W Km ii m WW h l ltMM W HK 



0 MAKE BOOT TAPE 



EflVFD OH ROUTINE ORIGINALLY 



"ERROR "jPEE 



TO 6:PUT tti.S: 



NK 10 REM UMIHW 

EO ZO REM 
BP 22 REM 

RJ 24 REM REFLEX STARTS HERE *** 

BA 30 HEM 

SR 44 DIM DATS { LOO) > HEM ( 22 > 'RESTORE 4G 3 FO 
R M = B TO 22: READ N : HEX CX) =H 2 NEXT X : PAS 
5=8 i TDTAL=8 ! TRAP 62:? "CHECKING DATA" 

CH 45 

EL 46 DATA 0,1, 2, 3, 4 f 5, 6, ?,S>?, 0,0,0,6,6, 

8 , B, IB, 11 , 12, 13, 14 , IS 
BH 46 LINE =LIHE + 1 1 7 LIME J REAP DAT $ : IF L EH 

CDATfj <>3B THEN 76 
BL SO DATLlN — PEEK (103) + PEEK C1S4)*Z56 : IF D 

ATLINOLIHE TH€* ? "MIiSIII£*';rHntiC?S^ 

t END 

MA 52 FOR X=I TO 09 STEP Z J Dl = ASC CD AT S CH , 

X> J -46:02 = 050 (DATS LM+1, X+l) 1 -4B ; BYTEzH 

EX CD13#16 + HEX CD23 
GR 54 IF PAS'S THEN PUT Ml, BYTE: NEXT H:REA 

D CHKSUtt:GOTD 40 
BO 56 TOT AL- TOT AL+B VTE : IF T0TAL>999 THEN 

TO TAL= TOTAL - 1BBB 
TS SB HE XT H r READ CMK5UM: IF TOT AL OcitKSUH 

THEN 76 
UD BB GOTO 40 

TO 02 IF FEEKC195)<>6 THEN 

KU15) ;CHRS C2S3J '. END 
HX 64 IF PASS THEM FOR K=l 

Next x: close tti : end 
PF 66 ? "(fr)ISC OH CHAPE" : GO SUB 66 ; IF K - 

ASCC'D") THEH 78 
RD 68 ? "HEADY CASSETTE AND PRESS RETURN" 

:OPEN tti t 0, 126 , "C : '* rGDTO 74 
IF 70 * "READY DISC AND PRESS RETURN"! COS 

UB 60: IF KOlSS THEN 7B 
JR 72 OPEN Ml , 8, "D i REFLEX .OBJ" 
HH 74 PASS = l:LIHE-99: RESTORE 106: TRAP 62 ! 

GOTO 46 

PT 70 ? "BAD BATA"; CHRJ? CZ53) I EHO 

ZH 7* REM ***GET KEY HUUllHF*** 

GO SB CLOSE Ml I OPEN Ml , 4 . 6 , "K 7 " S GET Ml, K i 

CLOSE MIS RE TURK 
HJ 106 DATA ee0C06202626A?8OBDZFO2 A33C8D<8 

2D3A3086DE702B5BEA93BBDEO02B5OFA9 2BB50 

AA920656B16B04CF?Z4800e, B ?A 
EW 101 DATA 800e0870464fize7047003A«707076 

70 707070767B7H741 3020003 3232F3225«eiei 

BlAlO100«34Z?ZBZ5e0i810, f JB 
NG lOZ DATA A9eOAA?QgO3C?0Q03D?Dee3E?DO03 

FE8DBF160OZ06BDC42B9D5B3ABDPB289D6C3AE 

8EB1 4D8EF A SQ 1B5B0 A9BBB5 , Z?B 
FH 163 DATA BlftZ000D64eZFeilADlFDeC9e 3DOO 

3ZBBD24E6E002DAECFaEBBD84O2F0FB95B6A96 

BB 5 4 D A 9 1 0 6 D4 D29 3D 4 E Z 0 60 , 20 
HD 104 DATA 50Z8BD51Z6A 9116B5?ZBA? 1 68D50 2 

86BBHBfl00600fl0BFZE5E6ECE5F 680008 808SB0 

00B00BBSeEZF7OeEZE9ECLC , ZOZ 
BR 105 DATA 00E&ElECF3ElECEC600008A9BaB0Z 

F622B5A2BA?3B8D07O4A902ODlDDftA90lBD6F0 

ZA9006D63DZA7B33D0F02A9, 141 
RL 106 DATA 3A0D3OPZ A9Z0BD 3102 20CC2 4E AE AE 

A E A E A E A E A A Z Bfl B D 8 a E H ? D O 0 3 B B D 0 OE 1 9 D 66 35E 

BD0F 1 A200BD4 AZ1 9D8 83BEB « OBZ 
HZ 167 DATA EB30DBFSA9306DF4BZA93A8D3F0Z6 

O006O0BBBHa0*«0O0O0670FlF3F7F7F7FBB^BF 

OF 6 FC FEFEFE7F7F 7F 3 F 1 F 6 F , 246 
DC 108 DATA 6 7 B H F EFE FE F C F OFH E 0 O 01 BIB 16 LSI 

B161S16A900AA7DeS3AFBD0FAA0O0B9BB21AAA 

?O1ZOO722C6C0OSDBFZA?35 , 577 
PC 10? DATA 8D063A8D6B3flA?45BDE43ASDE73A2 

B5aZ0A200BOE321SD263C?BP03CO0FAZl?DC06 

2tet eo?DBFCfi?ftflni>n:ir??s .303 



01 110 BATA BZ?DBBD8A<»3C?DC43D9D3B3EE8E08 

4D0E8A0 7bB4BbZB2OZ768?F31346B6FA6A?ACF 

E A AO 06C366BB B00 B B B B BBS B , 645 
UL 111 DATA 6 0 F O F OF 0 F O 6 0 666 6B8800BEC3E4BF 

A4A3E4A8C447C68&B7EL89D003A6 9O19DO13A& 

9019D14 Jd6 9Ol?D153d60A5 j 652 
RU 112 DATA B71365B5g5B5B063P0O5B6L065B68 

50 6ABA200BDE92199 8S 3 F C BE fl E Q 1 B D OF 4 B 0 0 5 B 

?F0OEC?32F60BA5091869O4, 588 
YV 113 DATA 85896D08D260A96085B3 BD88D2 800 

1D260A9828SB 9BB0 8DZ A9A88DD 1 D? 30 AOS ADZ 2 

907F8F916&9FD85B78P1EDO, 271 
ZX 114 DA I A Z85AZZOB2B67ZZAD0AD2290310696 

16SBS6O2fl67ZZOD0ADZ2?03186 9FC6568603OA 

958E5S5?B3DA00ADZ2?0318 , 40E 
XR LIS DATA 3901O5B7ZO5A2Z38A5BSE.9AC98UDA 

D0AO229B3186 9FC85B7285AZ23BA916E5B6900 

32B7D2 238A5B«E9D69B(I3Z8, 264 
ID 116 DATA BB2ZB02«7A21A?6OSDl£D885B8S5B 

rrADnfloi!i!j82is6'5FFa5e76eAE7fl02BO2l23FO2 

F AABD0O3AC981DDZ6AS414C , 15Z 
MM 117 DATA 6722 A5B108882Q4 3Z4 A&BC4C0E 23 A 

E7?O20D2123F68DAABDff03AC9BLD0O5A?fll4C0 

7Z26O0880O06OAO AC34 fcF BO , 850 
ML 118 DATA A6ZE3BHQA?31OSAO0O64BBB92123F 

02BAABDSB3AC?01F8 23C941F0O4C961F009aD7 

fl0ZC5BBFO14D6ODAD7962C5, 16 
FH US DATA BBF08BA5BCCSBBFBB5A?01Z607ZZC 

8CBinDBC?64AD07D62 9e4DBIDADB/DB?^B?[>n| 

?ADBFDOZ?e4DOOFAD0FDO29,4 9 
00 1Z6 DATA flZD0OBAD0FDO2961D007604C7AZZ4 

C88Z2 20CE2 3ASB63BD6Z8A8Z34CD32 2 20B62 34 

C D 32 2 E E 4 E Z B AP4E26C71 ADO , 366 
FH 121 DATA 6AAS103D4EZ0EE 40 2060EES126AD5 

120C91A000SA91H0D51Z9EE50Z060A9A86DB1D 

ZA666A9Bfli65BAA?61SDlC02, 3?B 
SX 122 DATA AD1GB2D0 FOE 6 B A E6B AA5BA8DBBDZ8 

DCSO2C?44D0E6CSCO03D6DDA9068DBODZODO1O 

260A26BB5BEDB1BBD84B235 , 38 
EX 123 DATA BBD020B5B3C 990F065 A902 4C10Z4 A 

9BO166?FF?5OEDO0ABSB3C96«Ffll4CT7BF91OB 

53 31875BL '^tiE53?DBl DBF3E0 r 241 
LT 124 DATA O2D0C630 A79095BE4C3624EBC3 ASC 

3Z5C2Fe0L68A5B63SE?6e?015A9903eE50698Z 

B A 5 B5 3 B B S A 96 B85BCEBA907 t 610 
KB 125 DATA SS6C66 A5B53 BE?7Z700C A98 A3BE6B 

59OOAA9OE65BC30A7eAS5BC66A90665BCB9A5B 

S38E77Z900CA7flA38E&0590,669 
FD 1Z3 DATA 8 A A ? BOO 5 B C 0 OA? 010 SB C 6 B A 90S S 5 B 

COOA513CSBbFO14O6ODCES92OADS?ZBC?OFOO0 
HA1196O592OCES0Z0OOAD1F, 751 
ZP 1Z7 DATA O6C?e3F6F9E6C8A4CBc687DOe4AO0 
OS4C067E4Z4 85ClBSEB2465CZO?FZZ4BD5D3Aa 

&eizefinn;ozo20lOieioi7F ,js3 

MC 1ZB DATA 3F1F7F 3F 1F8FBBD 1 DZD3D4D5D62BE 

GZeZ0BD20267A21ZBD3Z2ZeEA2220FF2220662 

5Z031Z32681Z4ZB1BZZZ93C, 945 
AS 129 DATA 222OS6ZZZ8AZZ4A2O0BD5S2OC9LOD 

01ftE8EOV2DOF4A90OBDA6DZ8DBlDZA?C8SDlC6 

ZADiC6ZDBFB4CFC24A5C16D, 194 
HP 13B DATA 1C628D1EOBAD1CO2DOFB4C0S2SB88 

BS8 8860000088 O0O BBS 888 8OO6 7D0Z9O6DO 856 

5C44C7?Z3A5C4D0F9A9B16$ # 713 
FU 131 DATA C44C6BZ323OO0BAee88BBOOOOO«O0 

BBeooeoeuflaseeaBflBnnooooeoBOOeBBBBeBBe 
eoooooooBAAoooeeoeoeooo, 102 

RE 132 DATA 8 880 00 0 0 0 0 068 0 0 O 0 BO 688BBn86nn 

00000000068880000000006000006088800000 

OO00BB0OOO00OO0O0O6OOOO, 162 
RH 133 DATA 00008000008088888088006000068 

00UBB800ftAftOUl>UUHUU00Gtt000ftn 0O0BO 06000 

00006800000600006860000, 16Z 



OK 1 REH MKK WI CWHKMil MWM MMMMJ iHI I I CM UMMM M M J I 

FA Z REH * REFLEX Listing 2 TO RUN « 

DH 3 REM * DISK OOJECT CODE W 

RP 6 REM MXMXXXXU MHH T I HTfM I C t C I C M MMJ l l i J IHMMHM 

BD 22 REM 

MM 24 OPCH Ml, 4 , 0, "D : REFLEX . OBJ" 

OL 25 POKE SS0,7:PPKE 352 , 8 : POKE 653,3Z:P 

OKi 356, 255: POKE S57.2S5 

TB 26 X = USRCADRC'»MhhQLV[n"] ilBJ 

BO 30 CLOSE Ml : K=USR CS232) 



Listing 1 Main game 



Listing 2 - Disk Loader 
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DfSVE T' s DISCO 



HO 

PC 
OH 
HU 
HI 
55 
KD 
HV 
NO 
AN 
OG 
GL 
CI 
DG 

GO 

PI 
HZ 
HL 

DO 

RL 

a z 

LB 



CM 

IMJ 



HL 

RF 
tiD 

UH 

CGJ 
HP 



OV 

AH 

FO 
IC 



TP 

we 

ov 

HI. 

HE 
ou 
OT 

SJ 
KD 

DJ 

GJ 

■G 
ZH 
FH 
DU 

dp 
at 



REM K HH U H H HHHH HK HHH H HH W HN n 



REM * 
REM * 
REM » 
REM * 
REM * 
REM * 



REM MHNH 
REM 



*** 



* 

GUH5TAR Wer. L.L * 

by - 

David P.THOMBS * 

If 

MA60ZIHE - ENGLAND » 

HKKHKW !H««NNH K H KM H M H WH 



NEK 



10 GRAPHICS 8:? "PatitOCP 
±2 FOR fi t* TO JiSOUND fljfl,fli 8 1 i HE H T 

13 POKE 53760,3*32 

14 POKE 51763, 

15 F OR 1-0 TO lOOlPOKE 120*756+1,0 
T I 

it POKE 12**2 56*2 , 12 9 : POKE 120*250+5,0 

17 POKE 120*256+6, 165 

10 POKE 121*256,255 

IT REM UBI IHIf ADDRE55 Z560B 

ZO FOR 1-0 TO 10 t REAP a : POKE 100*256*1 

, 0 : HEKT I 

39 DOTft 162,6,169, 0,16T, 7, 32,42.220,10 
4,90 

49 i=o 

50 REAO «;IF QO-l THEH POKE 1536+1,0: 
1=1+1: GOTO SO 

55 DATA 32,190,6 

60 RATA 174, 0,120, 202, 142,0, 120, 142,1, 

21B. 174,2, 120, 202,142, 2, 120, 142, 5, 219, 

173,9,120,1 OS ,3, 141, 4,1 20 ,141,0, 21 0 

70 OAT A 224, 120,240, 3, 76, 96,220 

00 OAT A 102,160,142,0,120,162,168,142, 

1, 120, 162, 136,142, 2, 120,174,4, 120,232, 

142, 4. 1ZO, IS?, 10, 120, 141,9,12* 

90 DATA 109,50, 120 . I 4 1 r 4 , 2 i 9 , 2 24 , lb , Z4 

0,1,70, 90, 220 

lOft DATA 162, H , 142,4, 120, 76, 90,220 , "I 

109 1=0 

110 HF AD a: IF CIO 1 THEH POKE LfV3G*T,il 
r 1=1+1 ! GOTO 110 

120 OAT A 174,5,120,232,142,5,120,224,0 
,Z4H,1,96 

129 PAT A 162,9.142,5,120 

130 DATA 174,6, 129, 2fl2,14Z, G, 126,142,3 
.210,224,165,240,1,96 

140 DATA 102,173,142.6,120,174,7,120,2 
32,142,7,120.189,0,110,141,100,6,169,0 
,114 

141 DATA 141, 2, 210,105, 1,14 1,&,210,224 
, 7, 246, 1,32 , 290,6, 96 

159 DATO 162. O. 142, 7, 120,90, -1 

160 1 = 8 

170 READ 9: IF DO-1 THEH POKE 1530*200 
♦I, Q:I=I+1 :COTD 170 

1B9 DATA 173,9, 121, 165, 1, 141, 0, 121,141 
,157,6,201,1,240, 1, 96, 159, 2S4, 141,0,12 
1,141, 157,0, 141,9,210, 169, 165 
101 DATA 141 ,7, 216, 96, -1 

199 RL b I URL 210 

ZOO REM DRUMID90F r 3 DATA 

ZIO FOR 1-1 TO 16! READ fl:P0*E 129*256+ 
10+I,Q!HEKT I 

220 DATA 40,40,29.20,40,49,20,20 
230 DATA 49,49,20,20,40,40,20,20 

249 REM 

250 FOR 1=1 TP 16:P0KE 120*256+30+1,1 ( 
HEKT I 

200 REM DRUM (WHITE KOI5E* DATA 

Z9D FOR 1=1 TO 16 ! HEAD O : POKE 129*2 5b* 
50+ T r a : NEXT I 

300 DATA 20,20,109,190,0,9,100,100 
3:10 DATA 0,0^100,100), 20, 29, 19Q, 109 

394 RESTORE 416 
480 1=1 

419 READ Q,H:IF 00"! THEH POKE 110*25 
6+1, H: POKE 119*256*1,0 ! 1=1+1: G0TO 410 
418 DATA 191,1,141,1.127,1,141,1,135,1 
, 191, 1,151,1, 141,1 

414 OAT A 171, 1 , 171,1,113, 1, 121, 1,127, 1 
, 171, 1, 136, 1 , 171, 1 

420 DATA 151,1,151,1,101,1.151,1,113,1 
, 151, 1, 120, 1 , 151, 1 



For the last time we visit Dove T's Disco for some mare 
excellent music from your XL or XE. This tune is an ideal 
one for a title sequence or high score feature and like all 
the others it runs in the VB1 so, if you can program 
around it, you should be able to get some great music into 
one of your programs. 

Type in the listing and SAVE a copy before you play it 
(this is important). Type RUN and after a short initialisa- 
tion the music will begin. You can now get rid of the 
program by typing NEW and, hey presto, the music still 
plays. 

We hone you have enjoyed these visits to the disco, it 
shows you what great sounds that old 8-bit Atari can 
make! 



RU 430 DATA 171,1.171,1,113,1,171,1,127,1 

,171, 1, 135,1, 171, 1 
CK 449 DATA 191,1,191,1,127,1,191,1,135,1 

,191,1,151,1,191,1 
tfl 459 DATA 171,1,171,1,413,1,171,1,127,1 

.171,1,135,1,171,1 
AO 460 DATA 151,1,151,1,101,1,151,1,113,1 

» 151, 1, 129. 1,151, 1 
SD 470 DATA 171,1,171,1,113.1,171,1,127,1 

, 171,1, 135, 1,171, 1 
I M 500 DATA 191,5,127,1,135,1,151,1 
KE 518 DAT a 170,5,113,1,127,1,135,1 
EL 520 DATA 151,5,161,1,113,1,127,1 
KI 530 DATA 170,5, 113 , 1 ,127, 1 , 135. 1 
CY 540 DATA 191,1,191,1,127,1,191,1,135,1 

, 191, 1, 151, 1 , 191, 1 
5A 550 DATA 171,1.171,1,113,1,171,1,127,1 

. 171,1, 135, 1,171, 1 
AP 500 DATA 161,1,151,1,101,1,151,1,113,1 

,151,1,129.1,151,1 
5E 570 DATA 171,1,171,1,113,1,171,1,127,1 

,171,1, 135,1, 171, 1 
OH 571 DATA 191, 1,191,1,127, A, 191, 1,135,1 

, 191, 1, 151, 1 ,141, 1 
SK 572 DATA 171,1,171,1,113,1,171,1,127,1 

,421,1,135,1,171,1 
OA 573 DATA 151,1,101,1,101,1,151,1,113,1 

,151, 1, 126,1, 151, 1 
99 574 DATA 171,1,171,1,113,1,171,1,127,1 

. 171, 1, 135,1,171, 1 
AM 600 DATA 191,2,127,1,135,1,127,1,135,1 

,127,1, 13S,1 
HU 619 DATA 171,2.113,1,127*1,113,1,127,1 

,113,1,127,1 
HC 629 DATA 151,2,101,1,113, 1,191,1.113,1 

, 101, 1, 113, 1 
MY 030 DATA 171,2,113,1,127,1,113,1,127,1 

,113,1, 127, 1 
All 546 DATA 191,2,127,1,130,1,127,1.135,1 

, 127.1, 135, 1 
HC 650 DATA 171, 2,113,1, 127,1,113, 1, 127, 1 

,113,1,122,1 
HK 600 DATA 151,2,101,1,113,1,191,1,113,1 

,101,1, 113,1 
MG 670 DATA 171,2,113,1,127,1,113,1,127,1 

,113,1,127,1 
YE 990 DATA -1,-1 
HT 449 POKE 1640,1-1 

1. 1 1909 GRAPHIC'S 0 : 9ETC0L0R 2,0,8 5 9ETC0LQ 
R 1,0,12 

LB 1919 ? ■■ GUK4TAR HICH5C0RE/TITL, E TUBE. 



HL 1H2B ? 
YU 103B ? 
X* Of., 
1049 ? 
1110 ? 
1120 ? 
1130 7 
1149 f 



HK 
HK 
YC 
HQ 
HT 



" original Soundtrack c 
■■ Rove T <C1 1406." 
11 Hello JOE' I* 



1 .Men 



A7 1281 UfiI=USfl CZ5&H9J 
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FOR YOUR ATARI 8 BIT 



THE CONTROLLER CARD P.P.B. 



'Mar?y hardware add ons have come and gone, but now Computerhouse have come up with one of the best internet modiStcjttons to an Alan f hav0 
ever seen ... so it you feet ttke turning your poor old computer into a super new computer then this ts the product for you" Mail Fawcetl - ATARI USER 

THE CONTROLLER CARD IS A SOFTWARE DRIVEN INTERNAL HARDWARE ADD-ON THAT GIVES VOUH A 1 ARI XL XE AN ENHANCEMENT ONLY 
FOUND IN MORE POWERF UL MICRO COMPUTERS. NAMELY THE DESKTOP'. The Desktop system aJlows /nu in aitSf the computer's O S. personality 
to ftuit you. fattier Iran the programmef whose sollware you are currently running You can also install poweMyl utilises into the desklop which can funclion 
a* hh enhancement lo li e mam software m memory such as SHO prescntalion quality texi and graphs' handlers, or as completely separate modules 
whici you call up whtvi squired such as the Help screens or Backup uhhties 

To get you slarted the Controller Card P.P.B is supplied with a Iree Waster Ulky disk which coniams ihe following 



SHO Snapshot Printer Dumper 
< Epson and compatible printers? 
14 Programmable system Frjnls 
Resident mulliboot menu maker 
Fasi Cursor Debouoce setector 



Superdump ||+ Memory Dumper 
Key Click selector 
LO Noise Shutoff selecior 
4007800 O.S. Converts 
Desklop configuralion saver 



STARTER 

Controller Card P.P,B, II 
with Master Utility disk 

PACK 

Controller Card P.P,B, II 



PACK 

XL 
XE 

- 2 

XL- 
XE - 



£39 « 9-5 
£44.95 



including Master Utility Disk, Help 
Menu Designer Editor. SHQ T&xl 
Graphic enhancers or 1029 Snapshot dumpers 



£49.95 
£54.95 



1050 SUPER ARCHIVER II 




| CQMPUTERHDUSE ! 

jljljjWWIMWHl. 



::■: -::-:: ■;■ :: :: 



The intimate disk duplicator for the Atari 1050 drives, if our compelUOrs 
say different lei them prove it" It's the only one thai duplicates Phantom,-' 
Fuzzy secters as w*?l as skew protection, and includes bu H-ir u.S Doubler 
lor ultra speed and true double den&ity. 

Standard 1050 Super Archiver II £55-00 
Or with enhanced density Arch/edit £65.00 



Disk.''Memory I/O Analyzer Tracer 
Colour Controller with lock 
Auio- Scroll selector 
' Cassette Baud Rale Controller 

PACK - 3 

Controller Card P.P.e. II XL - £59-95 
including Master Utility Disk. XE - £64.95 
Superdump backup toolkit, Help Menu Designer-Edi- 
tor, SHO texfgraphic enhancers or 1029 Snapshot 
dumpers 

CUPID INTERNAL INTERFACE £19 95 
SHO II presentahon quality 1et1 *n<i graphics prinloul system 
lEpson & compatible pnntersi 

SHAREWARE SOFTWARE CJ.9S 
Ullim<in. Omnimon. 90 column emulalora lor trie Controller 
Card on cme dish. 



THE SILENCER 



£8.95 



The Silencer has two operations, firstly it quietens your drive 
Iremendously which substantially reduces wear and tear, secondly, 
it allows you to write to both sides ot your disks without harmful 
notching or cutting ... pays for itself time and time again 1 1 




14 ROMILY COURT, LANDRllXiK ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01-731 1276 

ACCESS - MASTERCARD - EUROCARD ACCEPTED 



FAST TAPE TURBO-BASIC & RAMBIT II 

HI Our device into your Blti-reoofder la LOAD & SAVE around 6 liriTMs faster using "TURB0- 
BASIC- (public domain. i>nly on dish unW now] 4 RAMBIT II for iDKHinc code srjttwara up Id 
4* TURBO-BASIC loads in 75 seconds compared to 36 fwn feU. 6 totally compatible mlh 
nrjfmal A1ari Basic, arts powerful ertra commands and runs programs *mten In rt or Alar Basic 
* 3 to A limes normal spaed. 

KiT h. Tu MA-BASIC £12. ♦ RAMBIT II tIS df * DOTH CI 6 (elate cm Ml). FMKl + E7 
\fut\ umtit in mi 

TASKMASTER - Tape to Disk 

Pill your machine code tapes onto Boot Menu Mlutfian disk; THE powerful urUity 1ar learning 
and experienced irwe users. DOS ?.5 cDmpatible includes assen-uei uliU- lacilities - (9 

PPP - Parallel Printer Port 

Connect yOW Prlnbar Of rthar parallel input/Qulpurt dtvwx la the PARAJLEL 6US/ INHANCED 
CARTRIDGE port or XL or XE. Dim iiippnned EZZ ar Epram E26 

Al prpduds require minimum 64* XL CK XE and come with full instructions Prices are- all 
inclusive. Send 5AE. tor details or P/Q. crtenjue payable to:- 

RAMBIT 

16 THE GREEN, THURLBY, BOURNE, LINCS. PE10 OHB 



ST STOP for PI) SOFT VV ARK 



PAGE 6 began collecting public domain soft- 
ware for the Atari FIVE YEARS AGO and 
was the FIRST with both an XL/XE and ST 
-ilk- library. We have an incredible collection of 
disks for buth machines including languages, 
games, utilities, demos, graphics and much more 
We don't throw in anything, we select the very best 
and, unlike others, we ensure our disks are lull, no 
if you want the best in PD software ask for our 
catalog. 

Write to 

PACE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
or phone us on 0785 57005 or 0785 213928 




BALLBLAZER 

DISK £5.95 

CROSSFIRE 

ROM £3.95 
TAPE £2.95 

CONVERSATIONAL 
FRENCH 

(5 CASSETTES) 

£4.95 



ALL PRICES INCLUDE VAT & F&P 



<1 





18 STATION PARADE, NORTHOLT ROAD 
SOUTH HARROW, MIDDLESEX, HA2 8HB 
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Mark Hutchinson' 




THE LAST 
FIRST STEPS? 



For this issue I have decided to forgo the usual format of First 
Steps and just let my fingers amble across the keyboard, who 
knows this might be the start of a different kind of column? I 
must first say sorry to those who were looking forward to more 
programming, I know there are still one or two out there because 
1 did get a couple of Letters, I am sure [ did. 
1 did not get the letters that I had expected. I had wanted to 
write about computing from a female viewpoint, but all the 
ladies that I wrote to never replied. Well actually one did. Linda 
Tinkler wrote to me about her computing after reading her name 
in my column (thank you Linda), and that prompted me to find 
out about other ladies. Maybe someday. Of late I have been 
receiving less and less mail Is my postman losing my mail? Are 
t: -v [fi.ivlcis desert my me <! Aim I getting paranoid? To answer all 
these questions and more I telephoned my friend the Editor. The 
same thing was happening to him, more readers but less feed- 
back. During our usual short telephone conversation of an hour 
or more(!) t we came to the conclusion that when PAGE 6 went on 
display in the high street shops people started to think that the 
magazine was just another J names but no faces', Atari-disinteres- 
ted, staff- written magazine from a press conglomerate. Maybe 
readers were thinking 'why contact people who earn their living 
just by the number of words they get printed' or 'PAGE 6 is now a 
large distribution, glossy magazine, they will not be interested in 
my letter', How wrong they all are! 1 will now tell you how it 
really is. Are you sitting comfortably? 

IN THE BEGINNING WAS ... 

1 bought my ATARI 400 in 1980, one of the first purchased in 
the UK. The computer magazines were few and far between, 
indeed many were just small sections inside electronics maga- 
zines. Those that were published would not touch ATARI articles. 
As far the shops, Oh yes, the video games thing? Sorry, you can 
only compute on that if you buy two special attachments' and 
this from a SILLY SHOP now one of the biggest ATARI dealers in 
the UK! Maplin, from whom I purchased my machine (but for 
them I would have an EX1DY or NASCOM), brought over ANA- 
LOG Computing magazine from America and brightened my 
life. Here was a magazine written, staffed and produced by 
authentic ATARI owners. A while later a friend of mine, one 
Peter Brown (still promising to continue his BMX articles!), had 
missed out on an issue of ANTIC, another imported magazine 
and the shop sent him an edition of some obscure british ATARI 



FIRST 
STEPS 



magazine and he passed it on to me. 1 had never heard of PAGE 
6 before but, like ANALOG, it was run by an ATARI owner for 
ATARI owners and, anyway, the Editor seemed very sincere. A 
beginners column had been started in Issue one by some person 
with a strange name, Mike Reynolds-Jones. The next two issues 
were written by the Editor and the fourth by |ohn Dimmer, the 
start of several articles from John Les Ellingham wrote column 
number five and was threatening to stop it because nobody 
would help out with the column. By this time I hud become 
enamoured with PAGE 6 and had written an article entitled 
'What's wrong with fame?', trying to encourage all those readers 
who were to afraid to write an article for the magazine. In Issue 
six 1 had an article called J Memories r and, in a rush of mad 
enthusiasm, wrote a First Steps' column promising that this 
would only be a one-off to tide the Editor over, We are now at 
Issue 35 and the only column I have missed since Issue 6 was 
due to lack of space! 



THE ENTHUSIASTS 

Let us look at some of the people in the ATARI world September 
1985 saw the first PAGE 6 stand at the PCW show. 1 was there 
and started talking to a man called Mike on the Software Express 
stand. Several minutes passed before 1 heard his surname. This 
was the same Mike |ones that started the column! I also met 
Peter Fellows, his co-partner in the firm. Peter and Mike were part 
of the Birmingham Users Group and started Software Express in 
December 1984. The firm expanded vastly from a stock of just 
£200 to one of the biggest in the UK, but the two originators are 
still fully dedicated to ATARI, and in a big way, 
A lot of the longer established retailers you may buy from 
started with their own ATARls and a user group such as BUG (or 
something similar), for instance Brian Davis of Ladbroke Com- 
puting, who tells funny tales about BUG. People like these are 
not out to rip you off, they are dedicated ATARI people just like 
you and me, Matthew [ones whose name appears often in PAGE 
6, used to work for ATARI UK until lack decided to trim the 
staffing levels wholesale. He is still a dedicated ATARI owner and 
PAGE 6 writer, In between university work and computing con- 
sultancy. Virtually all of the other writers for PAGE 6, such at the 
Davisons, Garry Francis and John Sweeney all have regular jobs 
and write about Atari because they fell in love with the machine 
early on Then, of course, there are the 'occasional' finds like the 
brilliant Paul Lay who has contributed some of the best type-in 
games you will ever come across. 

WHERE DID PAGE 6 COME IN? 

Have you ever stopped to wonder how PAGE 6 was bom, or did 
you |ust assume, as with most other magazines, that some 
publisher thought it was just a good way to make some money? 
Well, here r s how it is. Back in 1982, the Editor, Les Ellingham, 
was asked by the Birmingham User Group to start a newsletter. 
He had high hopes of a proper magazine but was the only one 
with the fortitude to go all out for it. Most of the BUG members 
were afraid of the cost and would not back him, so PAGE 6 was 
conceived and reared solely by Les. I have been to his house in 
Stafford several times, and with hand on heart, I can tell you 
that the magazine is a full time job to the exclusion of many 

normal' pursuits, often taking SO or more hours a week, and 



ATARI and PAGE 6 are his life (along with his wife Sandy and 
son Sean). Les welcomes your letters and articles but when it 
comes to putting together the magazine he often has around 
twenty pages per issue more than he can print, so something 
must go by the board. Working so many hours a week also 
means that letters are often answered many weeks after they 
have been sent (if at all!). Many things cannot be done and pet 
projects are often delayed and this thing about people assuming 
that PAGE 6 is a big soul-less magazine means he has also had 
trouble obtaining staff. What is needed is a dedication and 
enthusiasm for ATARI computers and the wish to be part of a 
family business, not just the desire to pick up money for a 9-5 
job. Such problems mean that minor items are delayed, I often 
have to wait weeks on a disk which, I am assured, 'will he in the 
post this afternoon"! 

ANOTHER EDITOR? 

So much for glamorous life of an editor. 1 should know, I am 
one as welt! I work fall time tor British lelecom. I write in my 
spare time and 1 started before there was such u thing as getting 
a cheque from PAGE 6 for the article. I am not a staff writer by 
any means. I have had articles published elsewhere and I still 
will if Les does not have the room and I think that the article is 
good enough. I have helped out with a user group magazine and 
a BBS. I do it because I enjoy it and I like to help others. I like to 
see my name and my article in print, I do not demand a cheque 
from Les. I could go on like this but 1 will not labour the point. 
PAGE 6 is a family run magazine dedicated to ATARI users, not a 
big magazine that is interested only in super machine code 
programs and arcade quality commercial games written by pro- 
fessionals, although Les does have a high standard and tries to 
improve the magazine with every issue. It is about you and me - 
the end user. To me, ANALOG lost that homely feeling when it 
went monthly and glossy. It took on several writers who 
appeared to write for cash rather than for the readers (one old 
timer' had a regular column that struggled to make headway 
and was suddenly ditched with no explanation). Can this be one 
of the reasons why ANALOG hit the rocjts? 
Maybe PAGE 6 appears that way to you but I can assure you It 
is not. We need your input to give us some Idea of what you 
want to see. If there is no reader input then the Editor has to 
guess what to publish and those like me who want to write about 
things that interest us all, find it hard to know if anyone is really 
Interested. 

Sit down and think about this carefully, then write and give us 
some constructive views, you may even see your name in print! ] 
will quoto two captions from early issues used by Les and myself , 
'What is wrong with fame?' and Don't relax, DO IT!' 

POSTSCRIPT 

The day that I finished this article I received a letter from Arthur 
Morris and I decided to add this paragraph. He told me that he 
would be very interested to find out just what people use their 
computers for, and so would I. We all know people who play 
games, write articles, use databases and spreadsheets, but there 
are many other uses (Les tells me of a couple of readers who 
have written programs to use their Atari's In a Curtain shop and 
a Garden Centre) so what unusual applications do you use your 
Atari for? Or what would you tike to use it for, if only you knew 
how? Please write and let me know and I will try to compile a 
column about this subject especially for Arthur und every truly 
dedicated Atari enthusiast. 

Write to Mark Hutchinson. 
1 P Holly mount, 
Erin vale, 
Hnaghy, 

Belfast BTiO OGL 
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Expand The Capabitites Of Your 8 Bit 
Atari.. 

US Doubter 

Etpaflding 1IW 1050 disk dnve's strength >S wfiat ICD's US Doubter 15 
ai acoui A rwricmo* m me area <st hardware mrxHicaroii-. ih.s 
Cl "a SM quickly 1ranstorm& v our Alan into a poMflrhouss. radialmQ wlh 
kHWUHOvi luaiureG never batore pDSMMnMd t?y a Fealures l*,e 
irue double derrsny lor gronmr storage, angle aryj dautiis difnsiiy 
suppon an acajIsraiBd |,o rale denned id triple yrjur speed whan 
«Hr*.n9d wHh SparlflOOS unci hjii compatibly *m emsting Aran 
software. 129 95 

Thi* Cksk Operating System h« widely acclaimed as ihe b*$r 
DOS todhe I tin Aian range 5p*rtaD03 If am IC D s-ppgrts e uerythinB 
Iroiri fl-OCiS* dr L-es IhroLCih <1AM clinks re hard disks. A special tn*nj 
«i:irjws rapd lransler, ■rajur»and lockirsgVuniocfcing o\ 1it*s using only 
(he Space Bar, Ophgn. Stan and Select k*y* The ut'lty package 
Supplied also features a 32 character key&aard buflar. iirnllnjem 
swlctiing belw**nclskciensilieB. a biiwy \tb gam* mgraj . suMrectanes 
and lime/date slamp.rg Weal 'nf .. r,r+ with 1he ne* XF551 ET29 95 

SpanaDOS and US CK>uW»r Hat*. - Oily £49 &5 

P:H: CartrMiWpn 

Now you're no tongar Lmrtedlo *.1an compaiihl* printers and modems. 
T he P: Ft: CpnnflcHon £ ugs Ckrecily inlo 1h 9 sanal dsk dnv* pon ol any 
6 bit Alan dmpuier and provides the userwuh a *iandard Cernroncg 
pnnt+r Interface and 1wo RS-232 senal pois II alio draws Hs power 
1tditi your computer whicti meana on* ktss ocd f^nt.nfl lor a ppw«r 
point white its compact a** leaves your work space virtually cUtterlrw. 

Tti* P;R: Coonectlnn a serial pods use a lulty compatible fl : handier 
and resanible rhow 01 1he Atari B5Q mi»riace wdh ihe same signals and 
functions e«9 95 

ICD Printer Connection 

ICO ^ Printer Connection. ^ a Ondrontsparallfr prinmr mierface lor 
Alan 8 b1 compuiera which plugs intolhe curVfMhgTs s«nal peripheral 
porl and ih*n dmectty wta your prmivr H wqAe wuh rnrjs.1 parallel printers, 
finrj w soltware wiEtiuut the wd lor spatial driver software and 
includes a bM*xi piwter cable £29 95 

Fn^iii^i SoftwafB ato aiuiti** a! « M 0 Wi protljtli i^tri nh Ai^tv tasicXband 
Kl *k) tht renumng ICD pak&i ■ Raiitw XL iraf H Tm fl PkfMu wrUf w 
p*KHWtoroLrfCJr*>Cu* 

All [r« nclude VA1 and Pouag* 

PQ Ry. 113 «laircgfc,MQrmVijA*h»BllG£OOC i.O*Z3| &7»40*]«77 





Transdisk IV 

Now Only £19.95! 




Now's your chance to upgrade your cassette games to disk with ihe most 
powerful lape to disk jultty for the Alan - and ai a special summer offer price! 

What makes Transdisk iv so powerful? Irs the ONLY lape (0 disk jitlrty for the 
Atari trial wil 

• Handle any lype of cassette format 

• Handle cassettes iftat load extra levels (multi-load) 

• Remove proieclion from cassettes ajtomaticaily 
4P Translor mor* ih^n one game to one disk 

• Use all available memory on XL arid XE compuiers 

• Handle cassettes that require all 64k of memory 

• Support the Alan 1 050 disk drive density 

• Support modified double density disk drives 

Requires: Atari SOOXL. 65XE or 130XE Computer with dish drive and cassette 
recorder. 

Transdisk IV ts supplied on disk and comes complete with step-by-step 
instruction booklet. No oiher programs are required me system is complexly 
self-contained. 

Price: £19.95 (save £5.00) inclusive of Ikst class delivery. 

Also available:- 

The Freezer! 

• Freezes tape or disk programs 

• Outputs, copy oi frozen program tr, a blank dis-k 

• Copy runs on any computer independeni of Freezer 

Requires: Alan B0OXL. 6SXE or 130XE with dish drive 
Price: £14 95 inclusive ol lirsi class delivery 

Transdisk tV ana The Freezer toQ$ih& C30 00 save another €5 00 

To order prwne with crecM card no r or make cheque or P.O. payable to 
Digicomm Cornpuier Services Ltd and send to: 



DigiComm 



170 Bradwell Common Boulevard, Milton Keynes 
Bucks MK13 GBG. Trjl: (0908) 663706 
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Ball bender! is a single-player game perhaps best described as 
an inverse Blackbreaker (my program on the Breakout 
theme which appeared in Issue 27 of Page 6) which Invites 
you to amass points by directing a ball over a target whilst 
avoiding randomly sited bricks. It's advisable to use a strong 
joystick of the microswitched variety as the standard item 
may not survive! 

STARTING TO PLAY 

During the initialising ran you may like to adjust sound and 
colour on your TV. The opening screen should appear u deep, 
but bright, blue and Xt owners may need to advance the 
saturation control to achieve this. Once the main display 
appears you are presented with a number of options: 

SELECT: This key displays the game options available. 
Press SELECT again to return to the main screen (other keys 
will not function whilst the menu Is held). 
OPTION: Changes (he game option as required ond dis 
plays it on the top wall. 

HELP: This is, in essence, a practise mode without scoring 
facility and with fewer bricks - use it to become familiar with 
joystick control. Pressing the HELP key causes a noshing 'H' 
to appear on the top wall - press again if you decide against 
the option. 

After selecting the game of your choice press START to set up 
the screen (to replay a game under the same option setting 
simply press the START key). Continuous 'music' now 
prompts you to press the joystick trigger to serve the ball. 



BALLS I 

Dave Hitchens brings you a 
made even more difficu 
yon can't actually 



GAINING CONTROL 

To gain control you must first allow the boll to strike one of 
the two buffers situated on the left and right walls and which 
are brought into piay by moving the joystick in the appropri- 
ate direction. Once in control you have the facility to 'bend 
the ball in any direction (including diagonally) unless it 
collides with a brick. If this happens, you must reacquire 
control via the buffers as soon as possible to avoid the risk of 
penalty. 

Note the use of the word bend'. You don't have complete 
control over the ball's flight but can only cause slight devia- 
tions from its programmed path. Nevertheless it is quite 
possible to guide the ball successfully by skilful Joystick man 
ipulation. Take advantage of the ball's existing motion when 
playing. Other things to look out for are as follows. 

The Target: Unless the moving-target option is chosen, 
the target itself is not visible until struck but it's position is 
indicated by the green marker on the playfield. Centred hits 
score more points than glancing blows - always aim for 
accuracy! Points for a strike are only awarded if the player is 
in control of the ball - otherwise such hits incur penalties as 
described below, 

Indicators: Two indicators below the wall (initially out of 
sight) record target strikes. The red one advances if the ball is 
out of control when the target ss hit, the blue one advances if 
you have control Should the red marker reach its limit of 
travel, the current game ends - hence the need to maintain 
control for as long as possible. When the blue marker reaches 
its limit it is reset, you receive a time bonus and the progress 
of the red indicator is retarded. Additionally you receive 
bonus points throughout a game if you are 'ahead' of the red 
indicator. Above the top wall is a timer which advances 
during game play with penalties resulting from ball to brick 
collisions. On reaching its limit the timer resets, additional 
bricks are introduced (up to a set maximum) and the red 
marker advanced. 
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Initially you are allowed four such passes after which the 
gume ends, the last pass being Indicated by the lower screen 
changing colour from green to red. Within certain limits, you 
are awarded an extra pass each time the blue marker resets. 
Boll trajectory: A random choice of three trajectories is 
made at Intervals during the game this being triggered each 
time the ball collides with a brick or after a certain number 
of boundary deflections have been recorded. Maintain vigi- 
lance! 

OPTIONS DURING PLAY 

The joystick trigger pauses and restarts play at any time 
without penalty. The ESCape key aborts a round via the 'end 
of game' screen returning the user to the main display. The 
scrolling hiscore lines keeps you advised of current targets 
but, if its presence distracts you, the SELECT key toggles it on 
and off. Of the game options presented, option 3 is probably 
the most satisfying and playable version. Options 1 and 2 are 
quite simple once the basic skills have been acquired and ypu 
may expect scores in the thousands with these versions. 
Remaining options will severely tax most players and scores 
in the hundreds are more likely. Option 7 r although not a 
complete simulation of the game, dons give an idea of the 
sort of speed easily attainable by VBI processing - note that 
you must still press the trigger after START to begin the 
demo. 

TECHNICALITIES 

A few notes on programming techniques may be of interest. 
Replacing frequently used constants by variables substantial- 
ly reduced memory usage to some 24K. The reason that 48 K is 
required is because most of the machine code accesses high 
level memory directly and this, in 'ftallbenderl' assumes 
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RAM TO P to have a value of 160. A number of display screens 
are retained in memory to enable rapid switches to be made 
by the page-flipping technique. Since they aJl have a com- 
mon format the bosk design was duplicated using the 
machine code string Ciiy This compacts the program and 
speeds up initial execution. 

Three display list interrupts permit multiple use of PMG 
features but an interesting timing problem arose with DI 12 
Despite placing this on a blank scan line (allowing max- 
■mum processing time) the original code, which ran in a neat 
loop, consumed too much time and I had to resort to a string 
of unsightly load/stores which executes more quickly. If you 
inspect the code you will also notice the absence of the STA 
WAIT commands since the screen format does not reouire 
them. 

Two VBl's are incorporated. The immediate Vbl is brief and 
responsible only far the scrolling routine (which is linked to 
DLI3). The deferred VBI is much longer and virtually runs 
the program with a little help from BASIC and the DLJ's. It 
monitors joystick input, moves ball, target and buffers on 
request, generates the game s Channel sound effects and 
checks for collisions - all this 50 times per second! Because 
high-speed scoring is not a prerequisite (as it was in block- 
breaker-) rve left this menial task to BASIC along with a few 
non-time critical checking routines. 
Vou will notice that the main loop lies at the start of the 
program to optimise speed. You will also notice (I hope) that 
the display is much taller than a standard one. By creating a 
new display list we can make more effective use of the 
available space an the TV screen by expanding the vertical 
architecture of the program s display. Some 230 scan lines 
are used in this program - 20% more than in the standard 
layout. This might cause rolling on some TV's but it can 
usually be cured by a small adjustment to the horizontal 
hold on the TV. 
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CC It GOSlfB JBtftlGOSUB 20803 G&MJB 3000; GO 

TO set 
r.c 2» hem KI&VMSIFlm 
PW 30 IF PEEK (7641 =2B THEN 35S 
HE 46 IF STRIG«BJ-0 AND PEEK 111140] =d THEM 

GOSIJB 30B 
0€ 46 IF PEEKUS44) THEN 00 
FH ¥0 GO SUB 200: GOTO *B 

GO SB IF PEEK 115021 >11B THEN POKE lS*2,0t 
GO SUB 408 t POKE 10B8,PE£KClSSHl+FlflR=BR 
+IfIF 0fl=F THEN m 

At 55 POKE I, 102-114* (BR=F-I) 

LH 70 IP PEEK till <I4-I THEN *• 

Vfi HB N=PEEK (154S1 -PEEKC1SB03 : IF M<0 THEM 
N = 0 

W «5 B«S=Btt*+aX+INMtt^E] :PDKF 19,0 

HO ft IF PEEK (16*6J> tsa THEM Z5B 

AS 100 IF PEEKC1B041 <1B0 THEM It* 

VI 110 J = PEEK<1BS0J F:PBKE 154-»,F:*>0KE 15 

^« , J + F* t.HFI :li :HZ-C!2*HiK 
OH 115 BR-e B -i+tBR<IJ :F0R M=15 TO 0 5TEP 

-0.5: SOUND I,NJ!,((:P0I([ 712,N*FeHEHT N 
JR 128 IF PEEK CHI ^F+I THEN JsPCE* C* 1 * , 

iPflKE 5CBI 32 H 139+F»Cj=l*9! UzIAI 
BE £30 IF 5TRIG1O3S0 THEN POKE 1012,0:POJC 
E 1S40 iQl J = 0 : GO SUB 21N;G051IH 750 | POSIT 
TOM F,0:T Utt; "PAUSE" : GOTO 2SO 
_ 



continued overleaf 




SPECIA L NO TE 



The program is configured for a 4$K (or greater) 
RAM system. In other words if you peek location 
106 and a value other than 160' is returned this 
program will NOT run. The use of 'Typo' is 
strongly recommended since a large volume of 
machine code is contained within the data and 
control character statements. In any case save a 
couple of copies before running - just in case. 
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MY 148 IF HELP I HEN 38 

D8 190 St0-BNS+O4PEEK (154*3*18 : POSITION H 
-e5CO>*3-t5CO>*9»- C5CO>**9> ,0: ? MKj 5CO 
Op ±*6 GOTO JB 

CH 20* RESTORE 770; POKE 182 , 1 JMUS tO J : HE6 
D D^POKE 51754,03 POKE 19 2 , f **R ND (03* 14 t 
READ 0;PUKt 53762, D ^RETURN 

SJ 29? REM BlilW 

UY 21t POKE LPM14384*PEEKflS37>3 , J: HElURN 
HY 249 REM ■JIH.T^Bl 

L* 259 IF STRlG(0lO0 THEM GOSUB 2B9:GOT0 
15 B 

00 251 IF THEN POKE 1622,1 

R0 212 J=N128:G9iU0 2183G0SUB 4ft6:P0SITIO 

M F,Q:» flK;^»a«9":POME 164B,I:GOT0 19 

0 

fu 255 rem 1M -M 4j ■^nUPr^ 

EJ 256 DATA 124 P 124,23*, 12*. 124 

KO 257 DATA 0,56,56,56,9 

CB 259 BAT A BO* 126 > 231 , 12ft* *B 

PO 390 GGSUB 46B:P0Kf 

»r J05 FOB K=0 TO H + X STEP 0,51 SOUND (I.*. 
H.N: 5 OUND I r N., F + H, N ! NE K T N : J=H1 2 8 : COS U 
9 2 19 

MX Sit POKE lS39,I:POKE 1**0, I: FOB MsH+H 
TO 0 STEP -0.5:SOU"O O.HJ. N:*0MNB I, N 
, F + H t H : NEK ■ H 

ZG 315 HE TURN 

All 34* HFH BQ 

OP 350 POKE 288, 00 E POKE 1542,0 3 POKE 1540, 

0:J-9;00SUB ZlBiPOKE 1,112 10=115 
kIK 355 IF 1*3 £ I THEN POKE 1622. 0 : A=U*R (ADR 

E'h,a*ah ru/n;:rpnn* 11 * j 

00 J6B IF 5C91H*C<0PT1 THEN MSG fOPTl =5C0 I 
D=2O*t0PT-Ii t A = U5R (ADRCHSC*) ,63 : (1 = 128 

LI 365 POKE 5CJH- 3, Ol POPCf B* , G : POST I I ON H, 
I:T «Kj"00B0--: POSllION 11 - (SCO> 91 ' C 5C9 
>»M-esCG>***3 ,1: » »N; SC9 : POKE 8*. 157 

Mtt 178 SOONO I.HS.F+HiMH: SOUND r*r,21*, 
F+H , N + N : POKE 53768,1 

00 360 POKE 1*, 262 : A=USRCAOR ( 1 'hO Ba0»pfci Ni 

GB 178 EOS UB 4b8 - GDSUE 750EGOTD 588 

BU A mi POKE 77,0tR1 OI+IlIF M2F-I THEN R 
ETURH 

FO 401 IP 91>F THEN RETURN 

JH 4B2 RESTORE 420 E FOR H-HCLP TO I 

KB 485 POKE 192 , INT t20**HND (Ol J **Z : READ D , E 

: LOCATE D, E , A t IF AOO THEN 495 
UH 419 C OL OB H : PLOT D , F ! FOR B = l* TO O 5TE 

p -I: SOUND 2 > 0*E # H+F , A : POKE 712, A i NEXT 
AiHEKT N;£FTURN 
DU 429 DATA 4.6,4,15,5,11.6,3,6,10,7.8,7, 

13. 9, 10, 0,1*. 9* 5, 10, 17,11.4,12,7, 12,13 

, 13. 3,13, 16,14. 12,14, 1*, 15, 7. 15,14 

IP 44* REM BHN/lLVEHXfcS 

PR 459 COLOR 0:fOR D=F~I TO 19LFOR €=F TO 
15.: PLOT E , D r SOUND O, E , I * I r H+ 1 : NEK I r: 
NEXT DlSOUHO D,O,B,0;RCrUAtt 

rz 45* rim ■^ni:a«i1J M 

RH 460 FOR M=537*0 TO 53769 :POKE H,0:NEHT 
N 

AB 4*5 RETURN 

i n 4** REM «>]J*4i:t» 

VP 596 A = BSH (At>R C^hEffc JMtAH-4R< <t J* 

BT/b_V« >-/m m$*y*>^ tQ*m taO/+ " 1 3 : ME L P - O : 

POKE 732,0:C0L0B 166:PL0T 11,0 
tG, 510 IF PEEKfWl=F"I THEN 0PT=OPT+I^ 7N < 0 
PT=H-I3 : POSITION M+K , 8 : * HH t CHHE 1H+H+0 
PT1 ! A = I*t 

CH 528 M3=fOPT-F-I OB OPT -K OH OPT = l*-II:H 
1-N256+ IOPT-I*! OH OPT = F + U ♦2»<M3-I> :M 



I— 



2=I+tOPT>f - I) *<0PT>K3 IPOKF 732 ,0 
TL 539 HOKE 28*. H2 rRE MoBF Ml : FOR M H4 - 2 

TO H4 * I * I ! Hi AD D 1 POKE N . D : At K F m 
DA 536 If PEEKCWJrF+I 1 HE H GOSUB S76 
JF 548 IF PEEK CW> <>K THEN 5/8 
uc 559 fl u if cAftfl l ^tM^tJim* MtMt J|*"I J ! SC 

O=0:0=O:0ln0:02-O:BN5-OrPOStri0M F+1,0 

»? H«;' 4 0OOO" 
OL 560 OO OtGOSUB 46B:(.OSUB 45B:GOSMB 400 
rGOSUB 754 

KG 565 IF MI3-0 THEN COLOR 14tiPL0T H*F , K* 
FiCOLOR 143:PL0T K+F,ll:POKE S3?50,N1Z 
B:POKF 1687, Nl 3 9 

6S BO* IF M3 = I THEN A = USR CADR ( "HtmSJ&Bi 
/H5a»/H WH UuyffJl4 "> J 

ZD 567 IP H2-F-I THEN COSHB 2200:PL0T K*P 
, H+F* I 

GO 568 POKC 7*4, H256-I :GOT0 30 
FT 578 IF PEEK (281 >N12B THEN GOSUB 2B9;P0 
KE 29,0 

HI 575 IF PEEKC7323=17 THEN HELP= l^HELP 5 P 

OSITION 11,0:? «H;CBR5ei6G-94*HELPl 
DH 5*9 GOTO 51B 

OZ 699 POKE 1549, O: J = 0 iBtWI 219:GOT0 509 
BT 628 K=*CR+3:IF PCEK CM>ap4I THEN POKE H 

, 125* 3 2* (PEEK CK1 =125) J J=I^I A I 
2A 618 G8SUB 2 88 ; IF PEEK (Kl =157 THEN RETU 

BH 

ON 648 (>0TO 626 

MT 750 RESTORE 760:FOB H=537*0 TO 53760:R 

E AD DlPOKf H , D S NEHT H 
DS 768 DATA 1 »0 , 1 65 , 4 , 1 *7 , 3 7 , 1*4 , 25S , 9 , ft 
OT 778 DATA 15,18,23,31,37,47,63.75,95,12 

6, 131, 1*2,254 , 255, 4,1ft, 33 , SO , 94 
ZT 780 RE TURK 

BH 880 DIM SCBS £113, SClS (2003 ,5C2S(206>,S 
C3* (700> , SC4S (P^FJ , 5CB* (P^Fl , HSC THJ I 5C 
R S = "hO/mm+ ^E*":SCtf=141#»I56 

ek 092 •& maTT*3xvMMm -i3!Ea±L2**m:* 

OF BBS 5C1S = "43»4 (3(8/843 f . 3T*0***bal Ibcnri 

cm Bos sci$t*4i "raa^E^opt ion*jEei*HSEEFia*ra 

EHEHEiB»*»**s elKtf, ) J43 84 C K 8/8 4 1 / , 3 
*• : SClS £70, 7*J =CHRS (341 
CO 819 4C!i = ^8practise«w88*naTmm«tSl 

t i on ¥RZ *++ fl-£*#*#*8Q ption T5Z V**^***' 
KE 911 SCZS (**> ^"**8***Dp-t i Ofl»T J! «M*Wt 
880 p t i*in1HJr8++**««T*liP t ionWZfttm* 

MM B12 SC3S = "M)r1]¥NNHNNNHHNf 

GEIIEOjEIllil lNN"-!* 1 * a^twp ac ed*& i KMOPt i on 
fgamefforfBliUff'Uvtrfpequiri n^*q" 

UN 913 SC3&t**3 ="uitk8p8f l«icesPandTa»StrD 
1*9* joys "tic h ANNNNHNNp I f 15f iHi tNHHsC Ttt 
n8c OMingtuptshort I ^HMNMNNNNNNnSIXI" 

YB 815 REST ORE tSB:FOR N=0 fO 1 25 £ READ D: 
POKE 5CU + N,DtMEHT H!fiEH t r Jll 

LU 829 FOR N-O TO HlflEAD D,E:P*KE SCV+D,E 
i NEKT N t POKE 287,F:M5C(H-I)=N129 

DH 825 FOB *-0 TO S * J R E AD D:P9KE SCR*N,D : 

UB 039 FOR N-O TO 149:REDD D: POKE SCR+58t 

H r 0 : HEX 1 » HI M I1U 
AG 03B FOB N=I TO LEW (5C1$3 : PDKE 14Z*H2B6 

tN.ASCCSClS tN,H31 tHERT N 
DS 948 FOR N = I TO LENCSC26) J POKE 143*H256 

» H , A St t M: ? 5 < N , Nl 1 ! NEKT N 
LT 842 FOR N=I TB LENCSCJSJ :POKE 138»M2&6 
*N , ASC CSC35 CN, N J J : NEXT H 
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EK 8*3 FOR H=I TO LENCSC4S1 : POKE 13B*NZ56 

M.^C(tC4StN,H)) IHEHT M 
IH 044 FOR H=I TO LENCOCSI J :POKE 131#NZ56 

*N,A3C ISC5S (N,tl»l :HCKT H 
IS 645 FOR * = 0 fO HtllHEfl* D , E : POKE D ( C E M 

EHT H: D = U5RfADR<<tCR5) J 
DO 947 POSITION F,H:? ttH;" on* Minute ":P 
D5ITIDN UK ; "IHTTIftL I M MC" : POKE 

55^, 46 : RETURN 
CO 858 DATA 162 , 27,168, 0,189,188. 141, 701, 
255,286,6,103,7,157,100,141,254,0,140, 
157, 181, 14.1, I* J, 0,140, 221, 102 , 141, 208 
MR 052 DATA 5,1** ,0,107,8,148, 227. ISO, 14 L 
- 224, 31,200, 1,222, 188, 141, 162,31 . 208, 1 
92,2.288,288 
3D 904 DATA 173, 120, 141, 14 1,4. 212, 169, 3,1 
41,65. 6,190,. 297, ZOO, 37,169. 2,1X3, 207, 1 
73 , 133, 14 1, 24 r 183 r 1*1. 14 1 
OK 066 DATA 141, 139, 141,141,190, 2,285, 141 
,141 , 248, 7, ZB5, 148, 141,240, 2,208, B, 173 
, 143,141, 71,254,141, 143. 141 
KB 050 DATA 210, 142, 141, ZBB,14. 162,3, 160, 
130,141,24,105,10,157,130,141,202,200, 
244,70* 9S,2Z0 
HK B53 OAT A 12 7, 7, 131, 7,129. 141, 113,171,1 

19,6, 140,6, 141,12,142,255,141,1 
TH S60 BAT A 112,196, 12B, 135,6, 6,6, 5. 6,6,6 
,6,6.6,6,6,6*0,6,6,5,6,6,5,6,240,07,0, 
117,176, 07, 8, ISO, 32,66, 6,159, 65,8, 140 
HC 665 RATA 72, 206,65,6, 173,60,6,248. 184, 

281, 1, 240, 26 
LE 6?B DATA 173 , 71,6. 141,2, ZBO , 163,18,14 
1,21 , 260,165, 2BB, 141, 16,200, 141,17, 28B 
, 169, 232, 141,23, ZOO. 164,04 
HH 075 OAT A 141, Z7,2BB, 169, 3,141, 6,200,14 
1,9, 266,169, 40, 141,0, 206,109, 0,141,10, 
266, 141, 17, 2BB, 169 , 118, 141, 28, ZBO 
YZ 660 OAT A 169, 36,141,21, ZOO, 169, 170, 141 
I 22, ZBS, 167, 181,141, 24,280, 169, 238, 141 
, 2 5,288. 173, 66, 6, 141, 23, 206 
CM 666 OAT A 163, 104, 141 , t, ZBO, 173, 60,6.14 

1,2, fB«, 173, 63,6, 141 . 3 , ZBO, 1 B 4 , 6 4 
YH 898 DATA 167,8,141,24.200,169,98,141,2 
Z, ZOO, 169, 200, 141,23, 288,169,26, 141,25 
,2 80, 173, 132, 141, 141,4, 21? 
OA 032 DATA 168, 1,141,18, Z12, 141,26, 200,1 
64. 64 

T'j 035 DATA 55 9,0, 568 , 0,561, 140, 612, SO , S 1 

3,14e,54Z06,192,53 76Z,a4,537 64,?54 
6M 997 HEM 



OY 1000 0=0 :T=l: F=4: H=6EN=F+F IH120=1ZO :H2 
S6 = 256 tM=03Z79: GRAPHICS 1 7 ; P= 160 ; PhO 1 = 
P-B:CHB=P-1 J ; U61-P-16 :5CR0=P-Z0 

AI 1810 CH = CH8*N256: UB = Ubl *hv:,1> : f>m - PMB1* 
■256 t5CS=6CftB*NZ55: SOUND 0,0,0,0 

ftO 1858 DIM CHtC14) :CH$ = "Kavn2Chh;i]hhXB 
^ ■ vEOSSDimilLELla* ■ ' : a = o s r c a d n c ch $ > , 2 24 

. CHB3 

IU 1058 DIM VDf CH + P1 ,HSCS C191 : r'-hBEa^tJf 
\ SPUD" : use S ■ hh^fflfRTI I7 ^T!FH E3TU-- 

EI 1B7B POKE 69,135: POSITION F,Ht? ttKj"L0 
ADING DATA": POKE 708,H:PDKE 712,N1?6]P 
OKE 40Z33 , 135 : POKE 1,0 

5D KJ'Jfl G.OS0B 750 1 GO SUB 800 

■ p i*9* Htn ■:T4ManmEmm» 

JF 1100 REST 8 RE 1110 

TZ 1110 HEAD D:IF D= - T THEN 1Z0B 

GV 11Z8 FOR N = 0 TO H-I : READ E t POKE CH+K+H 

*D , E t NEXT N iOOTO 1110 

KK 1138 DATA 3,110,116,110.8,59,53,59,8 

LO 1131 DATA 4,120, 128, 1Z0, 8, 126, 120,120, 

0 

M* 1132 DATA 5 , 0 r ft ft , I \P "j , 2 1 3 , Ell,213 r 19S r 6 

a 

JC 1133 DATA 6, Z30, Z30,23B , 8, 107, 107, 107, 
8 



OA 

II h=- 
NK 
HF 

r j 

UP 

cz 

EO 
KX 
K Y 

rv 

RD 

ro 
in 

Y¥ 

NY 
Rft 
EV 
HS 
VI 

cu 

OH 
OF 



OF 



STf 



GT 

OH 

SE 
BL 

SF 
MR 

MD 

FO 



LH 



DC 
UL 
EE 
PH 



TU 

HP 



AE 



1134 DATA 7,60,36,68,68,60,36,68,68 

1135 DATA 0,126,255,255,255,255,255,25 
6, 1Z6 

1150 OAT ft 9.00,16,120,120,126,231,206, 

Z5 5 

1137 DATA 18,255,153,255,153,255,153,2 
55, Z55 

1110 DATA 11, Z4, 126,255,255,255, 255, 1Z 
6,68 

1119 DATA 12,8, 0,255, 255,255, Z55, 8, 0 

1140 OATA 13,50,66,64 ,04, 170, 170,190, 1 
91 

1141 DATA 15,176,170,04,04,00,66,0,6 

1142 DATA 16,0,66,66,00,66,60,00,60 

1143 DATA 17.0,24,56,8,8,8,28,62 

1144 OftTA 16,0,00,70,12,24,40,76,120 

1145 DATA 13,8,68,56,2,12,2,66,68 

1146 DATA 28,8,12,28,36,68,126,4,4 

1147 DATA 21,8,126,64,124,2,2,66,60 

1148 DATA 22,8,12,24,48,124,66,65,68 

1149 DATA 23,8,126,56,6,12,24,48,96 
1158 DATA 24, 8,68, 66,66, 68, 66, 66,58 
1161 DATA 25,8,68,56,65,62,12,24,40 
1168 DATA "1 

1139 rem mm 

1200 11 = -I I RESTORE 1230 
1218 READ D : IE D=~I THEN RETURN 
1228 N=N+I: POKE MB+N, D : GOTO 1218 
1230 OftTA 173, 4,0,240,70 

1235 DATA 173,6,6,281,72,176,8,169,1,1 
41, Z, 6, 141,5,6 

1Z48 DATA 173,8,6.281,105,144.0,169,25 
5,141, 2,6, 141,5,5 

1Z45 DATA 173, 1,6, Z01,16, 176,0, 169, Z55 
, 141, 3, 6,141,5,6 

1258 DATA 173 , 1 , 6, ZB1 , 9Z . 144 , 1 1 , 169, 1 , 

141,3,6, 141, 5,6, ZB5 ,33, 6,173, 33,6, Z8D, 

ft, 32, 36,6, 169, 5, 141 , 33,6 

1255 DATA, 173,11,206,240,30 

1268 DATA 162,255,281,4,240,18,141,6,5 

, 141,6,0, 201 , 2,240, 2,102, 1, 14 2, 2,6, 24, 

144,15 

1202 OATA 102,6,173,6,6,200,1,232,204, 
13,0, 232,142,15,0 

1265 DATA 173,3,288,240,57,281,4,248,5 
3, 281, 8, 248, 43 

±278 DATA 162,755,173,8,6,41.6,248,17, 
Z81, 6, 748, 11, 171, 3, 6,73, 254, 141,3,6, 24 
, 144, 5, 162, 1,142, 2, 6, 142,25, 6 
1275 DATA 169 , a , 141 , 6 , 6 , 32 , 36, 6 , 173 . 26 
, 6, 24, IBS, 4, 141,26, 6 

1200 OATA 173,0,6,240,51,109,04,141,11 
, 6, 169, 187, 141,12 ,6 

1200 OftTA 200, 7, 6,200,30, 109,2 , 14l, 7, 6 
1230 DATA 173,128, 2,74 , 176 r S. 72, 3J . 180 
,6,104, 74, 176,5, 72, 32, 119.6,184, 74,176 
,3, 286,8, 6, 74, 176, 3, 238, 8, 6 
1295 DATA 173 ,4,6, 248, 51 

1306 DATA 171, 0,0, 24,109, 2,0, 141 ,0, 6, 1 
41,7, ZOO, 285, 34, 5, 288, 238, 173,18, 5, 141 
,14*0 

1305 DATA 173,3,6,201,255,240,6 
1310 DATA 32,188,6,24,144,3 
1316 DATA 12,119,6 

1320 DATA 286,35,6,200,235,173,9,6,141 
, 35,6, 141, 38, 288 

1320 DATA 171,6,6,200,53,173,120,2,201 
, 15, 200, 13, 109,54 , 141 , 11 , 6, 109 , 107 , 141 
, 12, 6,24, 144, 33 

1338 DATA 173,128,2,74,74,74,176,12 
1335 DATA 173 , 12 , 6 , 281 , 173 , 1 44 , 18 , 2B6 , 
12,6,170,13 

1140 DATA 74, 1/0, 10, 171, 11 , 6,201, 61,17 
6, 3, 236,11, 6 

1145 OATA 171, 11 , 6,141, 0,200, 173 ,17,0, 
1*1.1. ZOO 
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FV 



TH 



E A 1350 DATA 167 , 2 , 189 , I 3 , 6 , 1 6 , 18 , 24 , 185 , 
56 J 157,i/,6,ZB2, ZOS, 747 . J / 1 , i 1 !*, f. r i< , 10 
5,66,141,74^, 141 ,!,266 

1355 DATA 165,0,248,6,173,196,2,141,0. 
fit ,166,20 ,141, 66,6, 169,1, 1*1 ,0, 14 
1 ,1,268,173 , 71 J 6,Ul,2,2e( 

1360 DATA 174, 15 , b , /, 171, 2fl , 6, 2BB , 
30, 24B, 105 

OH 1365 DATA 109,15,6,141,19,6,141,10,6,1 
41 , 2» J 6,lb?,fl, 141, 15,6, 169. 2 2,6,141 - 22 
,6, 169,25, 141, 11, U 

PL 1370 DATA 17J, Ift.t, 141 , l t 21B, 41, 7?, 141 
,1?4,2 

HH 1375 DATA 1 7 3 , 1 9 , 6 , 248 , 18 , 173 , 2 1 , 6 , 24, 
ie5,3,141,21,6,2«l H 34 r 2«B J 45, 169, 8, 141 
,19,6 

YQ 1388 DATA 173,21,b. . ? I 3 , J , 141,21,6,2 

111,25, 200,27 
6f 114S DATA 162, 1, 142, 19,5,266.16,6, 172, 

ia r 6,Zt)4 r n<b,2a8,ll I 2e2,13S,141,2e,b, 

L41, 1,2 10, 141, 194,2,141,8, 2lfl 
69 1394 DATA 171. 5,6, 208, 7, 173, 74, 0,204, 2 

J, 24ft, 45, 169, 93, 141,4 , 210 , 169 , 212 , 141 , 

74,4,141, 75,6, 169, O, 141, 5, 6, 230,26,4 
GV 1396 6 AT A 1 73 , 75 , 6 , 56 , 233 , 1 0 , 14 1 , 75 , h . 

173,75,6, 201, 192, 280,5, 169, 8, 141,74, 6, 

141,5, 218 

Xft 1440 DATA 171,8,4,260,7,173,76,6,288,1 

9,248, 36,169, 14,141, 77, 6,141, 76,6, 169, 

8, 141,8, 5, 169, 64, 113,288 
AN 1406 DATA 246,77,6,173,77,6,208,5,169, 

4, 141, 74, 4,141, 2,710,141. 3,218 
JV 1410 0 AT A 173,75,6,288,7,173,79,6,206, 

27, 248, 46,173, 16,710,41, 15,141. 6,218, 1 
- 69,46.141,79,6,141,76,6 
FN 1416 DATA 169,6,141,25,6,169,86,133,29 

6, 244, 79,6, 286 ■, 79 , 6, 173 , 79, 6 , 201 , 32 , 26 

6, 6, 159, 0, 141, 78, 6, 141, 7 ,210 
CD 1417 DATA 173,26,6,184.18,173,06,6.248 

,5, 169, 288,141,194,2 
FI 1428 DATA 173,86,6*264,3,76,98,226,286 

,67,6, 208, 3 40, 286, 00,6, 208,35 
HI 1438 DATA 173, 18, 218, 41,15, 169,16,141, 

88,6. 162,1. 168,1, 173, lft , 210 , <1 , 3, 74,14 

4,2,162, 255,142,94,6,74, 144,2 
EJ 1440 DATA 166, 286 , 140 , 96 , 6 , 169, 3, 141,8 

7,6,173, 92,6, 261,72,176,6, 162, 1,142, 94 

,6, 261, 170, 144 ,5, 167. 255,142,94,6 
K R L458 Oftin 24, 189, 94 ,6, 141, 92, 6, 141, 71, 

0, 173,91, 6,701. 17,176,5,162, 266, 142,90 

, 6,281. 87, 144. 5, 162,1,142,95,0, 173 , 96 
PA 1458 DATA 6,281,255,246,24,162,6,172,9 

3,6, 177,285, 136,145,285, 200, 248,202, 26 

6, 246,265, 93,6, 286,96, 6, 76, 90, 2 26 
OH 1476 DATA 162,6,172,96,5,177,206,200,1 

46,205. 136, 155,282,200,246, 236, 93,6,23 

6,94,6,70, 90,228 
ED 1588 DATA -1 

AM 2000 P6KI 49,157 
KN 2016 RESTORE 2658 

ZD 2828 FOR H = 0 TO H ; Rf AD A , P, E , J , K : COLOR 

A: PLOT D , E : C-RAHTO J, K iNEXT H 
VL 2830 FOR tf = I TO H-IIBEAD A,D,E:COL6R A 

:PLOT D , E I HE H T H 
145 2654 DATA 166,7,20,7,1,166,2,1,17,1,16 

6,2,8, 18,8,163,17,2. 17,20, 164 ,18,8, 18 , 

28 

IH 2868 DATA 167.0,12,0,19, 107 , 19 , 12 , 19, 1 

9, 178,8,21,19,21,46,6, 6,6,0 
ZM 2878 [> AT A 169,8,28,169,19,26,171,8,11, 

171,19, 11, 1 72, 1, 11, 172, 10, 11, 17, 14, 8 
CR 2886 A = USR CADH (CHS- J ,167, 1263 
FT 2898 POKE 89, 125 POSITION F,0[? HHi'tK 

yopTioRsEf'; posit ton f,f-h? wfj'ta omo 



66 2166 POSITJOH F,6:? HK;"1 HEE Idfir": 
POSITION F, H ! 1 BK;"2 '."al 1" iPOSIT 

i ft m i , h *^ : ■' 3 1 k .: " .i pie v e ■ ■ 

FH 2118 POSITION F , H + F : ? HX; +, 4 QBP large 
POSITION F,14t* NKi"5 QB1 sn»ll"rPO 

6ITI4K F,H*K:7 »H;"6 UJeU «ou*' - 
PT 2128 POSITION F,10L? H6j ,f 7 CEOi d*W*>" 
AZ 2130 A = 0SH (ADR ICH5J , 157, llftl 
VR 2148 POKE 89, 126 tPO 61 T 101 H , H : T tt6j"GA 

HE": POSITION H,H*I:? H6 ; »0UEA" I POSITIO 

n j,05? mh - ^n^m^mw^ntmiat " 

HI 2145 POSITION K+S»Xlf UK } " 0088 " 

CD 2158 RESTORE 2155LCOLDR HiFOR 4=1 TO H 

+F: READ D,E:PLDT 6 , E E NEXT N 
HV 2155 DATA 9 , 3 , 18 , 3 , 7 , 4 ,, 12 , 4, 6 F 7 , II , 7 , 6 

,8, 13, 8, 7, II, 12, 11. 9, 12, 18, 17 
Hit 2166 A=U6RfA0R (CHS1 ,128. 1151 
UF 2178 POSITION H,I5:? OH ; " : P° * 

IT ION K+1,17: ? OH ; "HDC" t POSITION X, 

19:? ttx; ™X&3ZZ3;-- 

DF 2188 COLOR H5F0R N=15 TO 19 STEP I*ItP 

LO T f , N S PLOT 15 , N E HEXT ■ 
AH 2190 POKE 89 I 157:CDL0R 141 :PL0T HtF F |f# 

F: COLOR 143; PLOT X *F ,11 
BT 2288 COLOR M : RESTORE 428:F0fl K"0 T0. 19 

: READ D , E : PLOT D , E : NEKT N 
AC 2300 RETURN 

hi- .iflttf) hi n TJ :[ t4Jfc*iirjaftimir ; 1 ;l :1 ■ 48W TT4 41 

L J 3810 RESTORE 3508:FBR R=1536 TO 1606 3ft 
E AD D i POKE N , D : NENT N : POKE 1622,0 

DK 3828 FOR N=1636 TO 1673; READ 6: POKE N, 
D : HE H T N 

HE 3824 RESTORE 1666 

EH 3626 P4R K=4 TO N128 STEP N1Z0 :FOR M"0 
TO 44 STEP F : R E A D D : FOR J = 0 T0 3 E POKE 
rm »S40+N+J+K,D:NEXT J ; NEXT K : NEXT K 

KC 3836 FOR N=53252 TO 93257 tREAD D ! POKE 
N,D:NEHT N 

TE 3126 H4=PHl+779+48 

HA 3148 RESTORE 3044 

EC 3166 FOR TO 13 : READ D,E;POK£ rmui 

78+D , E : NEKT N 
HF 3168 FOR N = R Tft Hl3« 9TEP N12S:FOR D=0 
T0 H:P0KE AH1+N+6I3+P , N256-I : NEKT D:N 

EXT N 

£0 3170 FOR N = 0 TO It I READ D, E i POKE & , E r HE 
Mt N 

Gfi I1O0 BEtrOflE 3946 :F0R N=764 TO 712:REA 
D b : POKE N, 6 i NEKT N:OPT = I 

3190 POKE 756.140:POKE 53 277, F - I :A USA 
CADRCVBS)} 
AF 1288 HETUNM 

KF 3588 DATA 16 0,58, 1,1, 6, 8,0, 2, 6, 1,1, 54, 
187. 0, 8, 8, 175, 287, 8, 0,« r 8. 8, |68, 192, 8, 

8, 0,8, 0, 8,8, 0,10, 1,1 

ET 3518 DATA 166,269,164,209.173,16,218,2 
61,66, 144, 16, 201 , 178 , 162 , 1 , 160 , 2, 144,2 
, 232,116, 142, 9,6,146, 18,6, 96 

VC 3S20 0ATA 0,3,0,8,8,6,8 

VI 1638 DATA 162,2,172,1,6,177,243,136,14 

5,?83, 288. 268, 282,286, 246, 246,1,6,96 
DO 3540 DATA 162 P 2 , 172 , 1 , 6, 177,283,288,14 

6,201, 136, 136,282, 288, 246, 230,1,6,96 
HO 3680 DATA 248,248,262,264,255,255,255, 

255, 255,264,262, 246,748 
KB 3610 DATA 15, II, 63, 127 , 255 , 255 , 255 , 7">-> 

,265, 127,63, 31,15, 64, 191, 8, ft. 1,1 
VI 3866 DATA 2,56.3,48,4,56,38,56,31,168, 

32, 56, 177, 46 .128, 15, 129, 40, -461, 15, -44 

8, 15, -479, 15, -470,15. -436, 126 
«& 3818 &ATA 8,0,283,128,204,153,265,0.24 

6,166,200, 88, 289,1,623,8,54279, 152 
IHJ 39»8 DATA 28,28,6,232,0,136,20,196,8 
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AS 



CONTACT 



FOR SALE 



XL iVSTEM: 800XL. TOSO Disk Drive, 
1029 Primer, over 100 disks in lockahle 
box, printer paper,, joystick, books and 
manuals. £250. Contort Stefan on (0407) 
710 058 after 6 pm 

XI SYSTEM; Atari 800X1. MO, 810 
Huppy disk drive with S.W £80, 102? prin- 
ter £45. original 5/W, Sparta DOS, Atari 
Writer, Tupe-to-disk, Ultimon and many 
more plus lots of games, alJ cheap, Phone 
08QT>£U4 

XI SYSTEM: BOOM with 1050 disk drive 
plus U.S. bauble r, over 100 aame s uind 
Utilities d.165 rt'l 0742 48y.'i*4 <n wiih- to: 
D. Roberts, 22, Inkersall Drive, W^tAeld 
Est.. WaslHiTwugh, Sheffield 519 5NN 

XL SYSTEM: fttfOXI , I 050 dLsk drive, ex- 
tensive software, cabinet and ma^ ull for 
£150 ■ M Ian on Wickford (0268) 732929 
after 6 pm 

AIARI 800: 46K plus 410 cassette. Also 
Atari 800, 4HK phttSlO disk dnve fitted 
with An hiver. No realistic offer refused. 
Write lor full details to- M. Preston, 6 
Borrowdal»- CI , Earl Shillon, Leicester LE9 
7GR 

1029 PftiN IIR: Filled with Font 4 chip 
Price. LI 00, Ijuvlt collects. Telephone 091 
106 9425 

AIAHJ DISKS: Xlent software's '10 Prini' 
for 1029 pnnter £K, Boulderdash Con- 
struction fclt £8, Leaderboard Tournament 
Disk £5 Also some issues af Antic and 
Analog magazines at CI. 50 each. Tele- 
phone 091 . 5869425 

MAGAZINES: Antic Vol.l No.2 thru Vol.6 
No h (58 issues) £26. Analog Issues 7 thru 
S? \l missing) £25. Appro* 70 cassettes. 
- Ti- ■! I-.. 1 1 i-.ji hi; miopias programs, same 
public domain, some blank! £20. L.K.. 
imith (04947) 21032 

XL SYSTEM: SOOXL with 256K HAM (XI 
compatibly) £80. Also original Atari 800 
with 2H8.K RAM (Axlon type) £80, Many 
magazine/, and blank disks . phone for 
details, Ian (0633) 

PRINTER: 102? £70. Also Basic XE car- 
tridge 00, 2-bit sampler £1S o.n.o., and 
i/arious games on disk £5 each. Op. Sys 
manual, l)e-Re Atari and Compute's 
memory map - offers? Telephone, lain on 
Southend (0702) 218455 after 7pm 

INTERFACE: KM. complete with power 
pack , pnnter cable and mo nun I. Virtually 
unused, £80 o.n .o. Atari 800 & 410 recor- 
der, extremely reliable, including many 
tapes £60. Tel: (Q773) 44525 

■ASIC XI. ROM CARTRlLfCE: By OSS 
with runtime disk & manual for £29.95 
complete, also vanous russetu- games (10i 
for £,9.50 the lot. ZORK [ (disk) £3.9S r all 
plus p&p. Phone 0875 52963 after 6pm 

XL SYSTEM: 800XL, 1050 disk drive, 
1010 cassette deck, 1020 plotter, 102? 
primer NUi Touch Tablet with Atari 
Artist, 16 ROM games. 132 disks most 
with games on, Pilot and Music Composer 
on ROM. Loads of cassette games plus 
foreign lunuuuue tapes System is m>1 
boxed hut Is in good working condition. 
Total tost must have e*<eeded £1000. Will 
sell For £225, no offers. Any inspection. 
Buyer must rollet.1 - Muswell Hill aren, 
London, Niq. Tel 01-883-2&lf, 

130X1: Hun My ysod 1U.S0 ilisi drive. 
lOlOpriKjram recorder, 1020 colour pnn- 
ter/ploiiei - all boxed with leads. Plus 
loads of software On cartridge, disk and 
cassette. Value exceeds £800. will sell for 
£300 a,n o but buyer must arrange collec- 
tion. Contact Sunil {evenings only please) 
an 0532-824874 

XLSYSU:M;80Q,'4BKplus 1050 disk 
dnw and Philips colour monitor, £280. 
Phone 06 34-666370 

XL SYSTEM: 800X1 with 1050 disk drive. 
1027 pnnter and various disks and books, 
£200o.v.n.o. (West Sussex) 0403 «] 4251 



M VYSItfcf: 520STFM including mouse, 
joystu k and £400 worth of wiliwnrr 1 
Meg. upgrade., one years wcirrunty. Still in 
box, unwanted gift. Absolute bargain at 
£370. Phone (024 027) 310 evenings 

l*UXE SYSTEM: Cm moving so the fol- 
lowing must go. ] 30XE, boxed (still under 
guarantee) also Atari cassette deck, joys- 
tick*, 'Atari User' and '['aye 6' buck issues. 
Best offers on everything to clear. Phone 
Matthew un 0273-513671 

KON1X SPFTDK1NG JOYSTICK: Uri 

warned birthday present, unused and with 
guarantee. Was £12.99, >elJ for £9.00. 
Cheques mode payable to D.Betts, ft 
Healey, Lakeside, Tamworth, Staffs. TH- 
Tamwcrth 287505 

MICHOSTUFFER: 64k printer buffer, 
wmrks with any micro mid printer with 
Centronics interface- Boxed, as new, per- 
feci working order, only b month* alii 
£30, Phone Mike Doyle on 0332 810765 
(Derby) 

XL SYSTEM: SOQXL, 1050 disk drive, 
joystick urul gumes disks. Also new boxed 
gamei - The Pawn t± |ewel$ £>f Darkness. 
£160 o.n.o. klny Cum bridge Bl 1870 and 
ask for Sandra, (weekdays only) 

XE SYSTEM- L30XE and two 1050 disk 
drives fitted with Laser chips. Printer Inter- 
face, booty Atari-Writer. MinJ-trffUf urnl 
games. £260 Tel Leeds (0532) 863253 
evenings 

XL SYSTEM: BOO XL, 1050 disk drive 
with US Doubler, XC12 recorder, (all 
bimt-r! und new). Assembler Editor car- 
tridge, games, biKiks and mags. £200. Tel 
Mark lifter 6pm on 05 3B- 38774*1 

XL SYSTEM C 80CJXL. 1 050 disk drl ve. 
data recorder, joystick, many disk-bused 
programs with duk txot, Sell for £150. 
Contact Trevor Simms. 55/6. ktngswood 
Road, Moseley, Birmingham 813 9 AW 

XL SYSTEM: 800X1_ 10SO disk drive, 
Brother M10Q9 printer, Graftx AI Inter- 
face, 100 plus disks, books and rrujyv 
LMX.1 ii v n r>. Phont) WiH) 7.S:? 1 7 

PRINTER: ]<J2? printer as new, with 
Atari-Wnler flus and Mint-Office 11, £80. 
Tel. 01 -8.54-9998 

XL SYSTEM: KO0XL. 1029 printer, disk 
drive, replay sampler, Touch Tablet with 
Atari Artist, |ovs1i< ks. rrinrumls. si^ltwan-. 
many magtiiinrs, 50 cassette games and 
Cosigners Pencil (ROM) Inclwled. unused 
TrTursuit plus extra*. All good condition. 
£350 o.n.O, Tel: Uz on Wolvertiamplon 
riH<1978 during working hours 

SUPER PHCJIVF!; 4 1 memories, loud- 
speaking, bunds-free or manual, t Nil k, 
call timer, L.C.D. display and more! (n. t xst 
£18A). Boxed, unused. Swap for Atari sys- 
tem with cash adjustment either way Tel. 
091-226 0835 

1 LltiH l siMrjLATDRSr Both the l light 
Simulator books for TS2 (l-'liyhl Sim IE) also 
both the maps and the flight ref. card, still 
in the FS2 box, all for £5. |.lrf.C>onuUJ, 18 
Ncwbyres Ave. (".orebridge, Midlothian, 
Scotland 

DISK DRIVE: 1050 lilted with Happy 
Board and U S.Doubler plus switch to turn 
Happy off and Doubter on, write protect 
switch and fitted ln-ui vink to cut down 
heat build up. Complete with 25 blank 
disks. Cost over £230. will sell for £170 
o.n.o. 1'LrM come first served! |.M.I?onukl, 
18 Newbyres Ave, Gorebndge, Midh:ihi,in. 
Scotland 

ST SYSTEM: S2DSTR4 with built-in disk 
drive, mouse, mouse-mat, dust cover, lock- 
able disk box wi1h lois uf .wftware, joys- 
tick, word processor/spell checker, ma mi 
ali, All in immaculate condition and still 
under guarantee. £265 (no offers). Tel. 
0342 (East Grinstead) 27072 

XL SYSTEM: 800X1 and 1010 data recor- 
der (broken pause key) plus Euromux Pro- 
fessional joystick with uutofirc and over 
CI 40 worth ,.,\ M,iiw,.rr m|| lor l 1 35 ur 
swap for l.iOXf. plus XCI2 data recorder. 
Phone Kiisior* (09021 43309 after 6 pm 



XE SYSTEM; L30XE, 1050 disk drive, 
1010 reccurder, 1029 printer, touch lahlel, 
lots of books and mags, 67 disks, is iu[h.^, 
4 cartridges (ull originals}. £275 o.n-0, Tel 
0507 605244 

MEGA ST: "Sf2' computer system 
COfiMsting of keyboard, disk drive, mouse 
and monitor. Only used for three times. 
Boxed \i\ new, £575 o.n.o. Will also 
include within this price a Quickshot 
joystick and 2 boxes of 3.5" disks. C^ill 
Tony on (0525) 376515 

TAPE fJECK: 1010 Atari program 
recorder, perfect five star candiNon (very 
careful owner) with power lead, computer 
connection Lead, instructions and original 
box. Offers to Mr, CM, Fippard, 12. First 
Avenue, Grantham. Lines, NG31 9TN 

SOUKS: De-Re Atari in ring binder £10 
post Iree. Master Memocy Map (including 
many useful peeks, and pokes) £4 post 
free. Phone 0423 8 79533 after 6 pm m 
weekends 

] 02? FRINTER: Atari 1029 printer and 
10-PRINT, Atartwriler and dump utilities - 
u huiuaui nr £90. Ring Martin on 0^27 
402788 

XL SYSTEM; 800XL, 1050 disk drive, 
1010 tape deck, DOS 2.5, Jtev C Busic, 
software and mags. Buyer collects or pays 
postage. Quick sul^ £150, Phone Wol- 
verhampton (0902) 745752 

il DISK DRIVES; Aitf 7 FEtoOO nwln ] 
meg drives for sale. Regularly serviced 
£150. Tel. Peter Brown on 0232 246113 
(office hour*) or 09603 41811 (evenings} 

MAGS TOR SALE; ANALOG from Issue 1 
hi July 'S7 (54 mags), ANTIC from Issue 1 
to |uly '87 (57 magsj, PAGE 6 from Issue 1 
to Nov/Dec ■*? (30 mags). ATARI USER 
from Issue L to May 'SB (37 mays), MONI- 
TOR from Issue 3 to 19(17 mags), approx 
40 Issues of Compute! All for £100. Buyef 
collects, Phone Geoff 05 1 424 -12^ 3 

BOOKS: Compute v I rind iclecom- 

puting. Atari (jurru's, Revised Mapping 
The Atari, Machine Language, 1st, 2nd 
and 3rd Books of Atari, Atari Graphics 
books ] & 2, Atari 130XE M/J. far the 
Absolute Begdnner. Atari fWsk Guide, Atari 
Sound and Graphics, Atari Games and 
Recreation, 6502 M/L for beginners, Atari 
Basic, Atari Software Protection Techni- 
ques 1 & 2, Atari Assembler. Ptogram- 
mlriy 6502, 6502 Assembly Language 
Subroutines, Analog Compendium, Best of 
Antic, Atari Pilot, Programming Your 
Atari, I 30XE Handbook, VlsJcalc for Alan 
(25 books, all Immaculate). ALL for £55, 
Buyer collects. Phone Geoff 051 424 4243 

COMPLETE SYSTEM: 8O0XL (Rev Q in- 
ternal 256k, 1050 disk drive with Lazer 
Plus wnte pmlct t swiic h. 410 recorder 
iM-iiu blank «j|>e\) 2 Quickshot I Turbo 
joysticks, 2 100 capacity disk boxes plus 
ISO disk>. lots of magazines and books, 
Buyer collects. £350. Phone Howard 0423 
879533 after 6 pm or weekends 

XE SYSTEM: B00XU 1050 dlik drive with 
Douhler, lOlO tape deck, touch tablet, 
Gruphix AT interface, 100 disks, cassettes 
and ROMs. £200 the lm. Phone Peter on 
0495 245327 alter 5 pm 

XL SYSTEM: 2*,6k 800KL. 1050 drive, 
410 rw iircier, 1029 printer, joystick, books, 
mugs, software. £250 o.n.o. Phone 061 
682 4165 

XE SYSTEM- IMfXK, 10.10 .lit: drive. 
1029 printer. XC12 tope deck, software, 
books, man mils tnv\ mugs All boxed, 
only £250 o.n.o Phone 024368 2489 

XL SYSTEM: 48k 800, BJ0 with 

Archkver. 1050 drive, 1029prinler, 822 
printer, WS2000 modem with lead, 410 
recorder, trakball, software, mags. £500. 
Phone David on 096 277 3360 

XI SYSTEM: B00XU 1010 recorder, ksyfr 
tick and over £300 warm of software. Will 
sell for £200 o.n.O. TH, |uhid on 01 455 
4718 



SI MOUSE/ fOYSTICK SWIICHER; 

Enables you to have a rrii ium* wnd TWO 
joysticks attached ta your ST plus I metre 
extension lead C.iinljj<t K R Thompson, 
NIN7HO: Ml AKicn. i umbriui, ( Ay t[Q 

XL SYSTEM: 800X1., 1050 disk drive, 
1010 cassette, loucfl tablet, software, full 
set ol Atari User, some Page 6, 9 manuals. 
£225 o.n.o. Contact Lee, 17, Lapwing 
Road, l.ulon, Beds. 7el 0SB2 6094O8 

ATARI 4Mfe With Basic cartridge and 
manual, original box. plug and transfor- 
mer. £30. Buytr must puy r lei i very Ring 
SheffieLd <0?42> 4J10772 

1027 rniNTER; Complete with AturiWri 
lei disk, dust cover and all original fittings 
and packing. Hardly used. £75. Plymouth 
(0752)812496 

S I Li Ft. K ADI : I meg ST/M/FM upgrade 
for sale Will Ht. £75. Phone Murk 
(04*5) 272358 



WANTED 



GRAPHICS: Prinlshup Graphic Icons, 
Atari Artist and Fun With Art IMctum, 
and Antic and Analog monthly disks. 
Write to M. PtCftOD, 6 Borrowdale Close. 
Earl Shilton, Leicester, LE9 7CR 

MAONT5S: Will swap my Aluri 1029 
Printer, boxed as new, unwanted gill plus 
loads of paper, Atari Writer und Mini- 
Office II for a Commodore 64 with cosset 
te deck, Tel. (0942) 72S979 or write to Mr 
G l lindley, 6, Rush moor Ave., Ashton- 
in-Makerfldd, Nr. Wiyan. Gtr. Manchester 
WN4 IXJH 

XE/XE SECONDHAND COMPUTERS: 

In working order. I will pay £40 e<n h 
Please write to RotK-ri Stuart, 22 Lewis 
Wynd, Broomlands, Irvine, Stralhclyde 
KA11 1HL 

HITCH-HIKERS FANSf: Can anyone let 
m*- \\w a i dpy of the first episode of the 
Radiu 4 series 7 Call Stewart on (045. 74 ^ 
4157 

DISK DRIVE: 1050 working order. Also 
copies of magazines - Antic, Analog, 
Compute, Monitor 1-14 and Page 6 1-19- 
A loan for photocopying considered. {Posl- 
age will I*. r«*fumU<i Please write In | 
Adams, 192 Exeter Street, Plymouth PL4 
ONQ 

'YES r MUSIC BOOK: Does anyon* out 
there have u < ojiy (if the music book for 
the ulburn '90L25' by Yes? I'm trying ti> 
create some of the music on my computer 
and it s turning out to be very, very hard! 
Contact Sunk! (evening* only please* on 
0532-824874 

DISK DRIVE; 1050 plus back issues af 
tM 9E 6(1-15) and any other maun unci 
books. Loan considered (ptntuge refun- 
ded). Please send list to: f Adams, 192 
Exeter .M . PIvrriKiilh H 4 ONCJ 

ST SYSTEM: Wanted In very good condi- 
tion with hudvin disk drive, TV moduluUir 
and games. Swap for 65XE, data recorder, 
CX40 (ovstkk and games, mostly new 
ones, boxed and in very goad condition 
PLUS Atari new style 2600 console with 14 
gurries, nil leads and boxed, in very good 
condition. Phone (0422) 57539 

MONITOR: Issues 1 and 2 L >l Monitor 
magazine wanted. Tiip price paid. Inform 
lohfl Robinson mi 06576 M-\ 

IN I t.RI ACE; RS232 Interface wanted fpr 
130XE in the £20 - £50 region. Krislofer 
Andersson, P.L. 7026, 444 60 Stenung- 
sund, Sweden 

DE RE ATARI: Wanted, swejp For BQ0XL, 
no trunslormer or leads. Also PLft5 users 
(or penpals, all letieis answered Phone 
(0438) 3-W714 or writr to Simon Trew, 
322, Toik Road, Stevenage, 5G| 4HW 

l<JK KM I : Rn.p|(»y Sound Sampler, £25. 
Computer Animation Primer, £10. He-vised 
Mapping The Atan, £10. Call Dave cm 
0799 41478 

More overleaf 
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CONTACT 



PENPALS ETC. 



i:Pf.H,"ir>ID S20VI OWNER: V-ur-rbiny 
for 5T contacts. Wishing to swap hints, 
demoi etc. Write to Alan Acton, 44 Gwel- 
for Estate, Cemaes Bay, Anglesey. LL67 
ONL 

PFNPALS: 1 ywn «« BOTKL. 1050 disk 
drive with Hvpcr Drivp. 1029 Printrr and 
1010 data reorder I wish to Contact uthrr 
men Id swap fiTrKjnjmmintj ijiiirH' 
hints taritJ tips, uny cit(r. All If tiers wall 
replied to promptly . Tel. <0sM2) 726479 oi 
wnic to Mr. C Hindkey, f> Rushmoor Ave., 
Ashton-jn Mokfrfleld, Nr. Wlgan. Grr. 
MtinchHMrr WN4 KXH 

XI PEN PALS; 1 would like to hear Irom 
users around the world. 1 have an Atari 
fiOOXL, data recorder. 1010 and over one 
hundred twines. Write or phone. William 
Matthews, 62 Bullinslaw Drive, Eustfltld, 
Rutherglen. Glasgow, G73 3-NF. Tel. 
041-64I-62S4 

AMERICAN PEN PALS: Murtbe abso- 
lutely mad on Atari 6 bit I Write to Robert 
Stuart, 22 Lewis Wynd. Broomlana*. 
Irvine. Strathclyde, KA11 1HL Scotland 

S BIT PENPALS: | nwn a 65Xf and 

would like to swap tips, games, rtc ^uti 
other XI owners (10 Co 12 years old prefer- 
ably). Contact Steven Gregg. 62 Poplar 
Street, Gronoemouth. Central Region, 
Scotland FK.3 6NE 

CLOSSOP HAD FIELD; Sumrbwly rive 
must have on ST In this area, [f you want 
to share a common interest, phone Ste- 
wart on (04574) 1157 

SI USERS: I would like contacts from all 
iwtf the country and abroad to swap 
hints, tips and ideas. Guaranteed reply. 
Write to Kurt Frary, 276 Aylsham Rood, 
Norwich. Norfolk. NR3 2RC 

B-fllE PENPALS: 1 would like to hear 
from R-hlt user*. I have on fiOOXL. 1010 
ami lots i if software. Write la: |ohn Blair, 
16 Lockcnd Road. Castrrhous* . Glasgow 

SE USERS; New ST user seeks pen pals to 
swop ideas, Info., etc. Write to Peter |ams, 

WvHiii'svr: Street, Burton-cm-Trent, 
Start* DEUQSB Phoiw 

SE USERS: I win j Id like i »n trill* I mm 
onywhrre- All Li-trrn, omwrrrd. Simon 
Rocbuckr Grove House, South Parade, 
Cleikheoton i!T)l9 3Af 

PENPALS: I am 21 and have owned an 
Atari for about 4 years. I would like to 
rm-i'i m-w fmiple and .wup Info, hints, 
and tips on programming undyamt-v Ml 
letters answered as soon as possible, Over- 
seas people preferred but will write to any 
other Atari users. J M.Donald, 16 New- 
bym Awe, Corebrldge , Midlothian, 
Scotland 

SE PENPALS: I would like to hear from 
and make friends with other ST users any- 
where in the World! Flense writ* to Duvid 
Morgan. 2 Wenn TWn Hcxrtl. Ammanford, 
Dyletl. S.Wales. JiAIR 2NE. i>t phone 



XL USER: My name is Dave and [ have 
an 800XL, 10S0 disk drive, XC 12 tape. [ 
am Lnteiested in adventures, shoots and 
thinking games. All letters will be 
unswered, Wrlle lo 356 SlMons Rood, Mid- 
dleton. Leeds L510 i]Q 

ANYONE OUT I HERE?! T: I would like to 
contact any Atari ft-bit users in any area 
and abroad to swap hints and tips. Please 
write to Lee r 40 Hartness Road, Barton 
Gnren. Cllfttwi. ■Nottlnaham, England 

XL/XE OWNERS: Loadsa hints and tips 
etc., available for your computer. ]ust 
send on SAE to Mark B Nobbs, Ne- 
whalme. Aston Road, Chipping Campden, 
Glos GL55 6HR 

K Rll USERS: I want to meet ar corres- 
pond with XL/XE owners anywhere in 
Hampshire or East Dorset. Please tele- 
phone Richard on Southampton (0703) 
8*5323 tot on uri mediate reply 

AMATEUR RADIO; Does unyoni- huveo 
program for amateur radio which tan put 
a Log book on disk? Phone fuliun on 06(12 
S4SZ32 

rtf H.iSOR It f (LIS ATARI CLUB; 3 ai nny- 
IuhJv under 1ft yeofs of oge. for furthei 
detuLls . ontad M. Sinden on 0243 820598 
cifli-i l": |im 

FRENCH PENPAL WANTED- I* there 

anyone in France who would like an En- 
glish penpal? I speak good Trench and am 
willing 1o help anybody I earn English. I 
huve an *O0XL, 1050 disk drive and a 
1 010 recorder. Please write to Daryl Pick- 
thakl at Lostock Brow Farm, Uln« Wohon 
Lane, Ulnes Walton, Leyland, Lanes or 
phone me on ENGLAND <19-44), Crouton 
i0772i 600232 {don't forget to miss ihe 0 
off the code) 

LANCASHIRE USER GROUP: Is there 
unyoni- in I urns with an 6-blt Atom who 
would like to set up a user group in the 
Leyland/ Croston/ Preston area? If so then 
please contact Qaryl PkklhuN ul LostOfk 
Brow Farm, Ulnes Walton Lane, ULn« 
Walton. Leyland, Lanes or phone Croston 
(07 72) 600232 

HELP; Can anyone tell me how to load 
Electric Starfish (Calisto) on an 800XL? 
Loading with START and OPTION, START, 
CLOAD or RUN "C:" doesn't seem to wdrk 
- any advice? Brian Smith, 45. Regency 
Square, Brighton, BN1 2F]. Tel. 0273 
25175 

ST PENPALS; Wanted worldwide, near or 
far, to exchange ideas proijn miming tips 
etc. I have a large collection (rf PD soft" 
ware. Please write in English. Frenth or 
German. ALL letters will be answered 
Carl (totcliffe. 47, kedleslon Road, Leeds, 
West Yorkshire. LSS 2 BEL United Kingdom 



[lid you know? One US User 
Group placed a notice In 
CONTACT for penpals and wdl 
so inundated with replies that 
they had to find mare penpals 
lit their end to cope! The whole 
world loves Atari! 



STRUCT! 
PROGM 

(or how to loy out your proflra 



Structured programming.' What is it? Why use it? 

There are several reasons for using structured programming and 
they all apply no matter what programming language you are 
using, whether it is BASIC, TURBO BASIC, MACHINE CODE, or 
anything else. The first, and most important in BASIC is that it 
will speed up your programs. It also makes debugging and 
writing your programs a lot easier - you will se* the advantages 
as we go along 

The basis of structured programming is the use of sub-routines, 
or in a structured language like Turbo Basic, procedures. The first 
thing to do is to divide your program into three areas 

1 . Main program loop 

2. Data 

3. The subroutines 

We designate these areas by line numbers, and Figure 1 shows 
the layout I use in all my programs. I have found that this 
layout gives me enough room to write any program, including 
nineteen subroutines of up to ninety nine lines each. The line 
numbers are not mandatory and you may decide to use differem 
line numbers. The important thing is to keep the order as I have 
shown. This is where the speed factor comes in. 
Lets have a quick look at how the Atari finds a sub-routine. 
When the program comes across a GOSUH statement the operat- 
ing system starts from the first line number of your program and 
reads through until it comes to the one it wants. So any sub- 
routine that is nearer to the beginning of the program will be 
accessed quicker than sub-routines further on. When the prog- 
ram reaches a RETURN it takes the address of where it has logo 
straight off the top of the stack, and so jumps straight there This 
means that the main program can be anywhere and it will not 
affect the speed of the RETURN. Lets look now at how we would 
start to construct a program, I will demonstrate in Basic and 
Turbo Basic but you should be able lo convert the ideas to 
whichever language you wish to use Figures 2 and 3 give the 
details. 



line 10 GOTO 2000 

Line 100 START OF FIRST SUB-ROUTINE 
Line 200 START OF SECOND 
SUB'ROUTTOB 
Line 300 FTC. 

Line 2000 START OF MAIN PROGRAM 
Line 3000 START OF DATA 



CONI ACT is IKt.l. of churye and rtiuy be used by any 
genuine Atari enthusiast for tonLuttflig Other owners. 
Any notice may In 1 included except I note offering soft- 
ware only for vale or exchange; or thuse offering items 
for sale commercially ^ f he Editor reserves the right to 
omit any notice received at his discretion, 
Send your CONTACT notice to CONTACT, PACE 6, P.O. 
Box 54. SI u fiord ST 16 IUB- I'lease write your notice 
on a separate sheet of paper, not as part of a letter. 
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TURED 
RAMMING 



rams without really trying) 



by Roy Goring 



USING REM* 



You con see now how to lay out the program. You will notice 
Ihut all REM statements are on lines that end in 99, so they can 
easily be deleted when the program is finished without the 
danger of deleting a line referred to in a GOTO or GOSUB. Line 
2900 contains an endless loop and you will find this very useful 
as you build the program so you can view the screen. Without 
this the program will END when it completes the final sub- 
routine. When you start constructing the program all you have 
to do is write each sub-routine in turn and then run it to see if 
that routine works. This will be very easy to debug because you 
know the fault will lie in the final sub-routine. Try to avoid 
jumping to a sub-routine directly from another one without 
going through the main program. 

The GOTO towards the end of the main program is put in after 
you have the program working. This jumps back to the start 
again after the main routine ends. You will notice that it does 
not jump back over the two setup lines 2000 and 2010. If you 
need to you can go back over 2010 but because the DIMs are in 
line 2000 you will cause on error if you jump hack over this one. 

You don't have to keep the sub-routines in order, so the ones 
that have to be accessed because of speed problems can be put 
nearer to the beginning. This is where pre-planning is useful 
when writing programs, you will already know whut sub- 
routines you require so you can shuffle the order around before 
you start writing. 

If you need a long initialisation, put it in the sub-routine that 
follows the instructions so that these can be read whilst the 
initialisation is going on. 

You notice that the main program contains nothing but 
GOSUBs or GOTOs, try to keep it this way. Occasionally you will 
have to put some computations in to this area such as 

2030 IF A=3 THEN GOSUB 300 
3040 GOSUB 300 

but this should only be used when it can t be done another way. 

When writing a menu driven program structured programming 
is ideal, the main program is set out as follows. 

2020 GOSUB 10O (displays the menu on 
the screen and GETs KEY) 
3030 ON KEY GOSUB 200,300,400,500^0. 
2040 GOTO 2030 



10 GOTO £000 

99 REM ***** INSTRUCTIONS ***** 

100 start of instructions 
190 RETURN 

199 REM **** SCREEN ***** 
£00 sub-routine to draw screen 
290 RETURN 

299 REM ***** ETC ***** 

300 .... etc. 
390 RETURN 

1999 REM ** + 4 * MAIN PROG **** + 

3000 DIM statements and variable set up 

2010 continued 

2020 GOSUB 100 

2030 GOSUB 200 

2040 GOSUB ETC. 

2 100 GOTO 2020 (put in after program 
works ) 

£900 GOTO 3900 

3999 REM ***** DATA ***** 

3000 DATA,., etc. 



Figure 2 - AlARI BASIC 



1 0 G0# MAIN_PR0G 
99 

1 00 PROC INSTRUCTIONS 
1 90 END PROC 

199 

200 PROC SCREEN 
290 END PROC 

300 PROC etc, 
390 END PROC 

1999 

2000 # MAINJPROG 

30 1 0 DIM statements and variable set up 

3020 continued 

2030 #LABEL 1 

2040 EXEC INSTRUCTIONS 

2050 EXEC SCREEN 

2060 EXEC etc. 

3100 GO# LABEL 1 (put In after program 
works) 

3900 DO; LOOP 

3999 - 

3000 DATA etc. 



Figure 3 ■ TURBO BASIC 

This means that euch menu item is in a separate sub-routine of 
its own, which again makes debugging and adding of additional 
menu items very easy. 

As you can see structured programming has a lot of advantages 
especially when writing long or complicated programs, \i makes 
your life as a programmer a lot easier, and if you are writing 
programs far PAGE 6, the people who type in the listing will find 
it a lot easier to follow the workings of your program, which 
helps them to learn new programming techniques. So take up 
structured programming now and put some structure into your 
programs! * 
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MAKE IT MOVE! 



by Gordon Cameron 
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This demonstration shows the use of the Turbo-Basic: Lummand MOVE, and makes 
use of oil the other main features, such as procedures, labels, WHILE WEND and 
REPEAT .. UNTIL loops, as well as many others. 

Nine frames of an animation sequence consisting of two pulsating ovals, a bouncing 
bull and some text are first created. Each frame consists of these same objects in 
a slightly different position. The drawing takes place on a Graphics 8 screen, but only 
70 lines are used. These 70 lines are then stored sequentially in memory reserved 
by lowering the top of available memory to 16000 The sc reens are drawn and saved 
invisibly, and then the animation starts with a short screen fade (PROCedure 
FADEIN), The 9 frames QTe then displayed sequentially on the screen, mimicking 
movement, however this is not all! After you press a key, the entire sequence is 
bounced around the screen in various directions, eventually coming to rest in the 
centre of the screen! 

I will describe briefly how the unimation effect is achieved. This is done by moving 
the 2800 bytes (70 lines by 40 cells horizontally, with each of these cells containing 
information on 8 points making a total of 320 pixels) from above the lop of program- 
available memory, which was previously lowered, to the required SCREEN position. 
So, for example, the 9 frames are extracted from their place in memory, and placed 
at the beginning of the Graphics 8 screen and this is repeated until a key is pressed, 
with the frames being moved quickly to the same place over and over using the 
MOVE command It is a simple matter to move these 2800 bytes of memory 
ANYWHERE on the screen, and this is exactly what happens when the entire sequence 
moves. Movement vertically is pixel-smooth, but horizontal movement is a little 
jerky, as the 2800 block can only be moved to any of the 40 horizontal CELLS so 
in fact it moves 8 pixels at a time (each pixel in GR.8 takes up only 1 bit). 

You can easily change the frames for yourself, and by decreasing the SIZE of these 
fmmes you can increase the number that you have, making a longer sequence. I 
have reset the top of available memory to 18000 for my 800XL, as this suited my 
needs. If you have a 13GXE, you may wish to alter where the dato is stored, in which 
case you need only alter one or two variables. 

The program uses reasonably sensible variable and procedure names, and there are 
adequate REMS, so it should be easy enough to follow. If not, DON'T WORRY! You 
don't need to know HOW it works to see it running! 
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GOING UNDERGROUND 



Atlantis Software have been churning out 
burigt't Title* at an incredible rate in recent 
months with scant regard to the Atari's 
capabilities or the sanity of its users. Now 
at last they have produced a game cap- 
able of holding its own amongst the in- 
tense competition from other companies. 
POTHOLE PETE is a multi -level platform 
game - nothing exciting about that but 
programmed to a much higher standard 
of presentation than former Atlantis 
releases. 

Such a game wouldn't be complete with- 
out an unbelievable plot to digest, and this 
one features, not surprisingly, Pothole Pete 
who to me looks remarkably like the im- 
mortal Bounty Bob on his way to an audi- 
tion for a Tampers' commercial! Somehow 
he's managed to become trapped two 
miles below ground in an abandoned 



Title: POTHOLE PETE 
Publisher: Atlantis 
Price: £1.99 cassette only 
Players: 1 
Control: Joystick 




is it a bird? Is it a plane? No r it's a ninety 
foot high laser-spitting Mutant Camel and 
it's got the amp!!! Of course, this could 
only be a concept from the unique and 
mysterious imagination of Tight-synth' 
pioneer Jeff Mlnter, whose former program 
Attack of the Mutant Camels (AOTMQ 
became justly recognised as a tour-de-force 
of Atari programming. Sadly., the follow- 
up - Revenge of the Mutant Camels 
(.ROTMC) - was not released in Atari for- 
mat but REVENGE II hus now arrived from 
Mastertronic and it's billed as the sequel, 
although the inlay is somewhat mislead- 
ing in that the game's author is in fact 
Icon Design's Meve Riding rather than the 
Llama man himself. 

The story so far: Alien adversaries from 
the mighty and tyrannical Zzyax empire, 
abducted from the Earth a number of 
genetically engineered Gurnets and bruin- 
washed them into attacking our human 




mine working and is naturally quite anx- 
ious to escape. Especially so since the mine 
is home to hundreds of deadly vampire 
bats and other creepy era wlits along with 
poisonous plants and mushrooms all de- 
signed to make his chances of survival 
pretty remote. 

Your task is to guide Pete through the 
perilous taverns in search of freedom 
Each screen introduces a new distraction to 
prevent Pete from reaching the discorded 
stick of dynamite that offers his only hope 
of escape. Once located, the dynamite 
must be quickly taken to a rockfall and 
dropped before it detonates, or else it'll 
blow up Pete instead of blasting a safe 
passage through to the next level. Sounds 



forces. The resulting episode was a historic 
battle known as the AOTMC but thankful- 
ly, justice prevailed, Angered by their de- 
feat, the Camels rebelled against the 
Zzyax in an epic confrontation vividly re- 
called as the ROTMC. They subsequently 
returned to Earth but their whereabouts in 
the preceding six thousand years are unre- 
corded. Rumours suggest they may have 
something to do with our 'ultimate de- 
fence system' - an inherited asset that was 
not to be revealed, let alone used, in all 
but the most desperate of circumstances. 
But the Zzyax have now re-emerged and 

methinks we shall have no choice 

REVENGE II sits you at the reins of one of 
these infamous mutant beasts and you'll 
need all the power of its neutronium 
shielding to survive the constant bombard- 
ment by Zzyax forces, what sort of mis- 
siles are you up against? Simply think of 
an object - the sillier the better - and it's 
odds on you'll find it in one of the hun- 
dred Alien waves! Postboxes, floppy disks, 
ring pulls - they're all here! And cleverly 
animated too. Your initial weapon is unli- 
mited laser Tire but credits are awarded at 
the conclusion of each wave enabling you 
to buy additional goodies such as treble- 
strength shields and yo-yo bullets plus 



like a pretty average sort of game, perhaps 
a little boring, but it's constructed in such 
a way so as to be extremely challenging 
yet at the same allowing you to progress 
sufficiently to always want 'just one more 
go' when Pete finally meets his grief He 
only has five precious lives to begin with 
but an additional one is awarded upon the 
completion of each screen. Practice cer- 
tainly makes perfect. 

There isn't any mention of the number of 
different levels (I do wish Atlantis would 
employ someone to write their instruc- 
tions!) but from what I 've observed of the 
first five, they are very well designed with 
good use of colour and lots of interesting 
scenery giving the overall impression that 
a lot more tare and effort has been taken 
on the finishing touches than in previous 
Atlantis games. They've even redefined the 
character set! Sound is unfortunately of 
the familiar low standard associated with 
this type of release - a great pity as we all 
know that the Atari is capable of much 
better things, 

Altogether, POTHOLE PETE is a very en- 
joyable platform game that is certainly 
challenging but sufficiently user-friendly to 
maintain its appeal. If yuu like platform 
games, It could well be one of the best 
£1.99 r s you'll ever spend! Well done 
Atlantis! 

Paul Rixon 



extra lives and energy. Oh! r and you can 
fly too!! 

Graphics are generally good and utilise a 
fair proportion of the Atari's capabilities, 
although not to the same profuse extent as 
Minter's AOTMC. You won't find any stun- 
ning 'Rainbow' graphics but instead 
there's some neat horizontal scrolling in 
two directions at five different speeds, not 
to mention the nicely animated Camel 
and interesting background scenery. Not 
just futuristic landscapes but also rows of 
cigarette packets endorsed with RIP 
slogans! 

REVENGE II has all the hallmarks of an 
S.A. Riding conversion - disappointing in 
the sound department but well above aver- 
age graphically and oozing with ptayabil- 
ity. A worthy, but above all, really weird 
addition to the budget range. 

Paul Rixon 



Title: REVENGE II 
Publisher: Mostertronic 
Price: £2.99 on cassette 
Players: 1 
Control: Joystick 



MIND THAT CAMEL 
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BUMP IN THE NIGHT 



Evil ghosts have imprisoned the beautiful 
Princess Clare in the dunk dungeons of 
Spooky Castle, and King Michael has 
promised Clare's hand in marriage to any- 
one brave (or stupid) enough to save her. 
If this sounds like the plot of a platform 
game to you then you're not far wrong! 
SPOOKY CASTLE is the latest budget offer- 
ing from Atlantis Software r and is indeed 
a multi screen platform game of the tradi- 
tional variety. 

Gormless Gary (a peasant of limited intel- 
ligence) has volunteered to undertake a 
rescue attempt, so it's your job to guide 
him through the seventeen rooms of 
Spooky Castle. The rooms are separated by 
locked doors, although the keys are rela- 
tively simple to locate. The real hindrance 
Ls provided by energy-sapping bats and 
the persistent ghosts which invariubly 



Title: SPOOKY CASTLE 
Publisher: Atlantis Software 
Price: £1.99 on cassette 
Players: 1 
Control: Joystick 




appear from nowhere and fly frustratingly 
across the display just when you hoped 
they wouldn't] In typical form r Gary has 
forgotten to take any weapons on his mis- 
sion so he must rely exclusively on his not 
inconsiderable jumping abilities to avoid 
death by contact with the ghosts and other 
dangerous obstacles Fortunately, energy 
potions and additional lives can be collec- 
ted along the way, by moving over an 
appropriate symbol The symbols reappear 
each time the same room is re-entered, so 
it's possible to accumulate an enormous 
number of lives at certain points in the 
game r if you should need to. 
Graphics are quite well done, the joystick 
response is good, but the sound is pretty 



abysmal. However, the major cause for 
concern doesn't become evident until you 
actually commence play- 
As far as I've been able to perceive, it is 
impossible to progress any further than 
level thirteen!! I've reached this stage with 
numerous lives in hand, and yet the only 
two doors leading to level fourteen are 
blocked by impassable pillars! I've doubled 
back several times and searched for hid- 
den exits, but all to no avail. It seems 
peculiar that such an obvious bug should 
slip through unnoticed, and I'd be interes- 
ted to hear from anyone who could shed 
any light on this problem, Also r on one 
occasion the gome suddenly terminated 
with the message Error 141' (cursor out of 
range?), followed by a series of numbers 
and the prompt J Run address:?". Machine 
code programmers will probably have an 
explanation for this, but once again it 
illustrates a lack of thorough checking by 
Atlantis 

SPOOKY CASTLE would have been a 
reasonable platform game if it weren't for 
the bugs I've mentioned. It certainly had 
me hooked in the early stages, but if these 
only lead to a dead-end situation then I'm 
afraid it's definitely a game to ovoid. Best 
check with Atlantis before parting with 
any cash. 

Paul Rixon 



A LIFE SENTENCE! 




Oh dear! ls this one really intended for 
the Atari? Alas, yes, COPS N' ROBBERS is 
indeed a new addition to Atlantis Soft- 
ware's range, although for a minute there 
I was almost convinced that someone had 
mischievously connected up a Spectrum to 
my monitor!! 

Abysmal is a fairly accurate description of 
the graphics in the game. The playfield 
comprises of a maze of several blocky 
walls viewed from overhead, but the 
adversaries are mono-coloured PMG's de- 
fined in a side-on fashion. The screens - of 
which there are several ■ are presumably 
based on Antic mode 4, but the author 
S1Z' has made little attempt to disguise 
their text-based origins. You can count the 
blocks - forty across, twenty four down! A 
joystick controls your character, who is 
more cleverly designed, but the PMG colli- 
sion detection can only be described as 
irritating! 



As for the plot, well, to be honest it's 
really of the same standard as the 
graphics! Light Fingers Lonegan has de- 
cided to raid the headquarters of the Acme 
Diamond Company and Atlantis have de- 
cided that you are going to assist him. In 
order to accomplish this, your joystick trig- 
ger becomes that of Lonegan J s .45 Mag- 
num and you are invited to use it at every 
available opportunity in order to get past 
Police Officers who are naturally trying to 
prevent you from collecting the gems. 
Does this sound like an activity that ought 
to be encouraged? Should a criminal 
assassin be portrayed in such a positive 
manner? 1 recall the recent controversy 
surrounding Little Devil'. Is rescuing a 
Princess worse than gunning down the 
occupants of a legitimate business premis- 
es? Of couse not! Surely this is a vastly 
superior contender for the sin-bin? 

There's more... Should Lonegan get cap- 
tured - and I hope he does - he can use 
a subsequent life to blast his way into the 
jail and free his previous 'life'. Additional 
gems are located in a nearby mine, coin- 
cidental^ the regular haunt of the local 
ghost community. Contact with an appari- 
tion spells a trip via Ambulance to the 
morgue - all pleasant stuff! Apparently, 



the ultimate objective is to obtain the con- 
tents of a safe, the combination for which 
is zealously guarded in a locked room on 
an upper floor of the building. You may 
either collect the key from a protected 
alcove in the mine or you can toil through 
the thousand possible permutations until 
you discover the appropriate one (I found 
the latter method quickest!). A getaway car 
awaits your successful escape with the loot- 
Frequent interludes during gameplay are 
a particularly annoying 'feature' of the 
game. Also, the instructions supplied 
would comfortably win an award for being 
the least informative! 
All in all, the game is a real disaster area! 
Whoever $EZ is, they ought to stick to 
programming whatever they know best - 
and that clearly isn't the Atari, Bad 
graphics, bad sonics, bad taste. COPS N' 
ROBBERS has them all!! 

Paul Rixon 



Title: COPS N ROBBERS 
Publisher: Atlantis Software 
Price: £1,99 on cassette 
Players: 1 
Control: Joystick 
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DOWN THE MIDDLE 



Golfing enthusiasts have, up to now, been 
poorly supported by Atari 8-bit software. 
Apart from some really dreadful attempts 
in Basic, I can think of only one game to 
have successfully simulated the sport - 
Leuderboard Atlantis Software's PRO 
GOLF is not directly comparable though, 
as It's biased heavily towards the strategic 
element rather than the visual. 

LTp to four players may compete on a 
choice of either Sunningdalc (England) or 
Pebble Beach (USA) courses. These are 
loaded as individual programs on either 
side of the cassette. Further options include 
championship, single round or practice 
modes with an alternative of medal or 
championship tees. It's important to make 
the correct selections at this stage as the 
game does not offer any kind of abort 
facility - an unfortunate and potentially 
frustrating oversight. Before the game 



Title; PRO GOLF 

Publisher; Atlantis Software 

Price: £2,99 on cassette 

Players: 1/4 

Control; Keyboard only 



Here's yet another budget platform gamp 
from Atlantis Software that is similar in 
many respects to Pothole Pete, program- 
med by the same authors and also re- 
viewed in this issue. Many of the com- 
ments made in that review are therefore 
equally applicable here, 

DAYLIGHT ROBBERY has five levels set 
over ten different screens and a scenario 
based around a high security banknote 
printers, so secure in fact that no human 
guards are deemed necessary. Access to 
each level is restricted by a security pass 
system and a strict time limit is imposed 
on each floor. The building is also exten- 
sively booby trupped and patrolled by 
robot guards. The ultimate security system 
it seems, or is it? All you r ve got to do is 
collect the passes, negotiate the traps, 
avoid the robots, watch out for the print- 
ing presses, find the safe combination and 
then collect the reward! Things are never 
quite as easy as they seem at first, of 
course, and the resulting task is quite some 
challenge. 

Any contact with robots, traps or presses 
will instantly prompt your demise, and 
you only have five lives available - no 
bonuses are awarded. When you lose a 



commences, you can also adjust ''wind' 
and 'ground" 1 parameters as required or 
instruct the computer to generate them 

randomly, 

A birds-eye representation of the fairway 
and surrounding landscape is now dis* 
piayed, with different shading indicating 
rough ground, bunkers, trees and so on. A 
minute flashing dot marks the position of 
the ball and a black circle shows the hole 
you are aiming for. It's a primitive and 
unattractive screen-view but it does serve 
the intended purpose of influencing your 
choice of tactics. Hole number, Par and the 
number of yards from tee to hole are 
stated to aid your calculations, and you 
should also bear in mind the current wind 
and ground conditions. Club type, strength 
ol shot and direction are chosen sequen- 
tially by pressing j O' and 'P' on the 
keyboard followed by Return to confirm 
the selection. To actually make the shot, 
the space bar Is pressed once to begin your 
swing and again to hit the ball at precisely 
the correct moment A small animated 
golfer in a separate window' helps you to 
achieve the appropriate timing. 

Should you make it onto the green the 
display changes to a close-up birds-eye 




life, your resurrected character is placed 
back at the very beginning of the level you 
are currently on. This can be quite frustrat- 
ing as the levels stretch over two (effective- 
ly four) screen lengths, meaning that a lot 
of hard work can be ruined by the slightest 
slip of the joystick, A reliable trigger but- 
ton is an absolute necessity as this controls 
the jumping abilities of your character. 
Every screen requires split second timing in 
order to avert disaster. 

Graphics are even better than those in 
Pothole Pete - great stuff! - with plenty of 
animation and some good detail in the 
background scenery-. I dislike the amate- 
urish' Gr.2 text interludes which appear in 
between each life, although they do help 




view of the hole and you are prompted to 
select power and direction. As before, the 
space bar is used to make the shot and a 
line representing a putter replaces the ani- 
mated golfer to assist you. After each com- 
pleted hole you are shown your personal 
sco record followed by the leader board 
which includes famous names such as 
Sandy Lyle and Seve Ballesteros. Unless 
you want to save the game to tape for 
resumption at a later date, the cycle now 
repeats. 

Apart from the graphics, the only major 
gripe I have concerns the keyboard-only 
input. It seemed quite a chore even in one 
player mode and with four participants 
fighting for a seat at the keyboard I should 
imagine the game becomes almost un- 
playable! If you aren't deterred by a lack 
of picturesque graphics PRO GOLF might 
be worth checking out. 

Paul Rixon 



to overcome the unfortunate ommission of 
a pause facility. Too bad if the 'phone 
rings or someone *s at the door just as 
you're about to crack the final level) The 
game is certainly a challenge, but the fact 
that I managed to complete it in just a few 
sessions suggests that its lasting appeal 
may be pretty weak. I won t disclose the 
ending incidentally, all I can say is don't 
bother calling the neighbours around to 
see it! 

1 was on the verge of commending Atlan- 
tis for an essentially flawless effort when 
suddenly my character became stuck in a 
neverending loop of getting killed. Re-boot 
was the only remedy. This again brings 
into question the thoroughness with which 
Atlantis assess their prospective releases. 
Gripes aside, if you're the sort who enjoys 
a pixel-scraping challenge and aren't put 
off by a few imperfections such as those 
described then DAYLIGHT ROBBERY is well 
worth investigating. 

Paul Rixon 



Iitk: DAYLIGHT ROBBERY 
Publisher: Atlantis Software 
Price: £1,99 on cassette 
Players: 1 
Control: Joystick 
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HERE'S WHAT YOU'VE MISSED! 

Get your back issues NOW! 




PAGE 6 back iiwtt ttpfwnl in axcalrenl way Of Increasing the enjoyment Of 
your Atari with articles to enlighten you, programs 10 type in and reviews Of 
^ottware Id guide you Almost all of the content Of past issue* will be it Iresh 
and relevant today as when It appeared ■ increase your enjoyment now. balore 
il l tw late! Disks in available tor all issues, containing il» the a-bit programs 
Kh issue ready lo run. and they alten include bonuses not found in the 



ISSUE 20 - GRAPHICS SPECIAL. A super special Issue *Hh a graphics theme, 
Drew some masterpieces with GRAPHICS WORKSHOP and explore your graptiics 
potential with Colour Palette, PlCloede, Colour Attributes end C*0 Slldeshow. An 
in. depth review of Prinlatiop and graphic* Arl Department, the "Ml part of Display 
Lists end the Adventure column- 11 P*fl« devoted to the ST plus a colour feHture 
ATAfll ART and ST GALLERY. And there's more' BLOCK BREAK ER is one of ih* 
best games to have been published in any megaulne. Donl miss it! 

DISK AVAILABLE - 
Graphic* Workshop 




incudes BONUS PICTURES lor 



ISSUE 21 - A packed issue wilti games. TRAIN CRAZY, REVENGER and FORKLIFT. 
Utilities 5CALEM ASTER. QUICK DISASSEMBLER and Measuring Temperature. 
Programming! Minis wilh Doing The Impossible, Error 8 Solved and THE GUIDE 
TO ERROR CODES. Reviews of Flight Simulator M. Hitchhiker's Guide 10 Ihe 
Cialaxy and ttie lateal Adventure*. For the ST a DEGAS 10 MEO convarler, Lallict 
C reamed and reviews of a whole host of software. 





DISK AVAILABLE. All programs ready fo go, 



ISSUE 22 - More serious user* will en|r>y SMARTSHEET, • VlSlcelC line type-In 
Spread sheet, plus our review of Peperclip whilst gamesters will puzzle over 
TRICKY CUBES and try to survive HIDDEN DEPTHS, Ttlt OuMe to Error Codes 
is concluded and there are articles on Fractals. Tape Problems and some less well 
Known Adventures. Loada of reviews and some greet new routine* for Block' 
breaker. ST users will lind Out how |q program Sprite* md can read raviews ot 
Tim* Ban*!, Pro-Fortfmn 77. VIP Professional and more. 

DISK AVAILABLE DOUBLE SIDED! Conlains TWO 
versions Ot TRICK y CUBES and n*« versions ot 
BLOCKBREAKER. 

ISSUE 23 ■ Another superb machine language geme WATER SKI SCHOOL will lesE 
your reflexes, WORDSEARCH will challenge Ihose who like ponies and other 
listings Include SUPtRCLQWH and the ulililles XREF and VERIFY. A huge review 
of Ultima IV heeds a comprehensive review section end Going OnNne Part f will 
let you fcnow il lefecammumcations ia (Or you, ST owner* can discover how to 
gel ■ biflger screen on their colour monMor and read review* Of 3"oomraeks, Sierra 
On-Line adventures and Pro-Pascal amongst others. Also. Is II worth adding a 5i"4" 
your ST? 

~DISK AVAILABLE. Contains TWO BONUS 
PROGRAMS' 

The biggest Issue so far published! Great ST section with inio Sboul 
ST dlshs and cartridges and loads of reviews. For B-bit users tnere is MUNCHY 
MADNESS, the besl 0am* we have ever published plus a Super cheque book utility 
AUTOCHECK. Plus all about checking your disk drive, another game called 
FLYING HIGH, more utilities, reviews 01 HAMBIT, Adventure games and Iqls more. 
Too much in this issue to lk*l lully! 

DISK AVAILABLE - Don I miss UUNCHY MADNESS, 
the best game we he** published so far! 





ISSUE - Another biggie! A must lor 1TJ2* pnntar 
including a SCREEN DUMP. A Super Japanese 
m REVtStON C BASIC, a lull Isalure on disks and 
reviews 01 LEADER BOARD and MEAN ifl. Hint* 
rey'iewf* tirtd articles. 



owners wrllh 3 great utilities 
^m« celled SHGGI, a type 
For ST, type in OTHELLO, 

and. Tips end several 




DISK AVAILABLE 
READY TO GO! 



ALL THOSE 1029 PROGRAMS 



ISSUE 26 * SOLID MODELLING is one of Ihe best non-gam* programs we have 
published, B* creative 1 ! Other programs include SOURCE WRITER for machine 
code programmers, 

FLEXIBLE FINGERS to help you type, NUTS and mure. 
Reviews of TRIVIAL PURSUIT. DVC6S, SPEEDSCRlPT and much, much more. ST 
users can learn all Shout HARD DISKS. FAST BASIC, TYPESETTER ELITE, DEGAS 
ELITE and read reviews on a whole lot more software 

DISK AVAILABLE ■ DOUBLE SIDED I TWO lull aides 
with BONUS SCREENS lor SOLID MODELLING! 

ISSUE 27 - Some cracking listings tor Ihe B-blt. in GREAT BRITAIN LTD. you can 
be the ChsnceHor and help nun Ihe country. COMPUTER GAMMON is a great Atari 
version ol backgammon and there's ANTS IN YOUR PANTS, DISK COMMAND and 
olhera. There is * feature on word processing and stacks of reviews. The ST 
section includes an in-depth review ot ART DIRECTOR and a neat little program 
lo put scrolling stars on your scrwn! Lois, cf re-views including HABAVIEW. 
K -SPREAD 2 t K WORD and many more. 




a 



DISK AVAILABLE - some L-O-N-G LISTINGS! 



28 ■ Extend Ihe Incredible original Munchy Madness with Ihe MUHCHY 
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS wilh a hlsnd, leaeh 
your children wilh MOST HEART MATHS or mete up some crosswords with 
X WORD A long feature on flight simulation programs, hints on ZORK and loads 
ot review* For ST user*, the first in a series of USING GEM Irom C plus FLIGHT 
SIMULATOR II reviews, new books from COMPUTE! and • whole stack of revksws. 

DISK AVAILABLE - Also eontaina Ihe winning title 
screen from our competition, 

ISSUE 23 ■ Oh* lhat serious B-bit U**rs have been walling a long lime for ■ * great 
lull feature database - MJDBASE plus *n amazing story maker, STORYBOOK, that 
allows you to Creel* illustrated stories. Than there s a great game from ANTIC 
called CLIFFH ANGER and an AUTORUN maker and mor*. Cheal on commercial 
games with ZAPPING THE R'IGHT BYTE and read stacks ot reviews. Th* ST 
section has a type-in program. SCREEN GRABBER, which allows you lo snstth 
pictures Of commercial game* to disK plus Ihe n**t part In our GEM FROM C 
series and reviews ol Superb*** Personal. K-COMM 7 plus lots of gomes Including 
Barbarian- Another big 





DISK AVAILABLE. DOUBLE SIDED- With BONUS 
story for STORYBOOK and STORYBOOK reader 

ISSUE » A great follow up lo Solid Modelling ellows you lo animal* S-D objects, 
Try 3-D ANIMATOR. How abOUl a puzzle wilh LETTER CASTLE nr *n *r£ade style 
shool up Irom ANTIC called DESERT CHASE? Articles mlcude an In-depth look 
?t GUNSLIHGER, Genealogy With Your Alari and Flrf* Steps on saving screens. 
Loads ol reviews including AUTODUEL and P:R: CONNECTION. The ST section 
includes Ihe continuing GEM aeries, CYBERSTUDIO. ZOOMRACkS II and loads 
01 games and serious reviews including GFA BASIC. K-Rog*t, Jupaer Probe ind 





DISK AVAILABLE. DOUBLE SIDED *Kh BONUS 
MACHINE LANGUAGE ADVENTURE only available on 

this disk! 

ISSUE 31 Our massive survey on all (he WARGAMES available lor the B-bit Atari 

heads this issue which also include* a greel type-in synthesiser ng called 

ORIGINAL SYNTH. Olh*r listings include FONT f AC TORY, a mce character editor 
and a challenging gam* called BOWL TRAP A leatore on SSL more tutorial 
Subroulines, a long feature on THE NEVERENDfNG STORY, reviews of RQADWAR 
2000 and THE DUNGEON plus many more are also in this issue. ST SECRETS, 
a new series on ST programming begins with a look al sound and the ST reviews 
Include* IMG SCAN, BASE TWO. TEMPUS and many/ mo**. 

DISK AVAILABLE - All lh* ealra hies lor ORIGINAL 
SYNTH set up ready to run pfua all the o!h*t listings. 

ISSUE 32 - A great card game lor 8-blt US*rs called, rather unlnspirlngly, WHIST 
plus a two player geme of TENNIS and a GRAPH MAKER thai wwkson the 102* 
printer A new **rlea starta on EXPANDING YOUR ATARI and there is an «»|l*nl 
prog ram. tulorlSl on BUBBLE SORTING- Reviawa include THE PAWN. GUILD OF 
THIEVES, SPARTADOS U S. DOUBLE R and many mor*. ST users can find out 
about programming graphics with ST SECRETS and can reed all about the TURBO 
DI2ER, PC DITTO plus reviews of Tanglewood, Defender of Th* Crown, Winter 
"TO FORTRAN and mora, 

DISK AVAILABLE - DOUBLE SIDED wilh BONUS 
MACHINE CODE ARCADE GAME available only on 
|his disk. 

ISSUE 3S - Many readers have said this I* our best issue yet with an extensive 
loaiiir* on choosing a primer rm your plus HEAVY METAL, a superb type-in 
machine language arcade game. Other type-In listings incluo* another game, 
CRYSTAL CRISIS and I wo utilities, COLOUR TUNER and SOFTXEY, the latter 
being a super keyboard 'macro', utility.- ST owner* can lind oul more aboul 
PROGRAMMING GEM wilh another article in the series and Ihere are load* ol 
reviews Including MASTERPLAN. GUNSHIP and SPECTRUM Si 2 There * much 
in this issue besides, including some great music lor the MAi. 





DISK AVAILABLE ■ including TWO BONUS GAMES 
Ihet are not in the magazine and not available else- 



ISSUE 34 - An AdV*n?ure special to delight all f ans ot Alari Adventuring Exclusive 
and extensive interview w^ri Le*"< * rwO type-In S bit adventutes, revlewa of many 
game*, bumper A-Z hints end lips for ell kind* of adventures, a survey ol almost 
every known Atari adventure and much mor*. Other Items include D*we T s Disco. 
Flying by the Book, Tutorial Subroutines, th* Shell Son and the regulars. ST File 
round up Ol ST adventures, a review of Du ngeonmaster. hints on 
adventures and stachs of general games reviawa Primarily an isauelor 
lover* but wllti many hems Of general Internet. 

DISK AVAILABLE Include* TWO BONUS 
ADVENTURES only lo be lound on IhlS disk including 
a machine cod* SpedeL 



DISK WITH BONUS MACHINE CODE 
PROGRAM ALSO AVAILABLE FOR 
THIS ISSUE 





BACK ISSUES are £1 ,20 each in th# U K., £1,9* Tor Europe or surface mall elsewhere and £2.75 tor Air Mall outside Europe 
ISSUE DISKS ere for any 48* or 64k B-tn Alari Each disk i* £295. Postage FREE in U.K. Overseas add t1 per order {any number of dishs) 
Send your order lo PAGE 6, P,0 BOX 54, STAFFORD, ST16 1DH, ENGLAND. ACCESS end VISA accepted- Telephone Q7S5 
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The long awaited ELITE 



MICKEY MOUSE from Gremlin 

- mm t . 



Has YOUR ST got a 

VIRUS? 

Turn to page 64 to find out 
what to do 





ST SPECTACULARS 
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A whole flood of software to end the >*ear with, some has come and gone, others still awaited - Sinbad and 
The Th rone of the Falcon from Siirrorsoft at £24*99 has been around for a while with some spectacular 
graphics, ELITE out at last from Firebird priced £24.95 has over 2000 planetary systems for you to explore. 
Mediagenlc promise some biggies with SDI featuring warfare on the battlefields of tomorrow at £19.99 and 
the year's arcade smash AFTERBURNER coming along at £24.99, add R-TYPE, INCREDIBLE SHRINKING 
SPHERE, TIME SCANNER and more and you are in for a hectic time! Mediagenlc also have the nearest game 
so fur to the arcades with SUPER HANG ON, a motorcycling game with excellent graphics at £19.99. Looking 
ahead with something new is a new label called Again Again who have signed up THE MUNSTERS, now at 
last you can see it, from Mid-November, in colour! Incentive have DRILLER a three-dimensional world with 
over 20,000 BILLION screens possible (what?), at £24.95 that 's just only (fust a mo I ve run out of fingers) 
a screen [ Another 3-D game is WANDERER from Elite, a mix of strategy and arcade adventure and Elite 
become one of the lew to branch away from the arcades with MIKE READS COMPUTER POP QUIZ featuring 
over 1,000 questions and help from your favourite pop stars. And there's more, much more - just a small 
selection from a two foot high pile of press releases and handouts since Issue 34! Get down to your local 
computer store and check the action. 



ST WARS 



The first couple of British 
ST wargames reviewed by 
Ron Stewart 



As a wargamer of long standing 
I have been waiting for the flood 
of wargames to appear on the 
ST. Up until now my wait has 
been in vain. 

The main producer of computer 
wargames is SSI and they hove 
been studiously ignoring the ST, 
although their recent release Stel- 
lar Crusade, is an excellent 
strategy game. I 'm also told that 
Kampfgruppe and their new 
American War of Independence 
game Sons of Liberty are on the 
horizon Another game that 
shouJd be released by the time 
you read this is Atari U.K/s re- 
creation of the napoleonic battle 
of Borodino. Rumours say that 
this release will be as revoluUorun^ in i:s 
way as Universal Military Simulator. 
Given this background I was quite pleased 
when I was sent two games from PSS. Both 
of these games have been released before 
on other computers and have been been 
ported to the ST. If we take a scale where 
one equals the boardgame of Risk and ten 
equals SSI's War in Russia, then Power 
Struggle comes in at two. The other release 
Annuls of Rome will merit a four. Neither 
of these simulations are full blown war- 
games, they are strategy games that in- 
volve politics and economics. Lets look at 
Power Si niggle first. 

POWER STRUGGLE 

This game only has one screen on which 
a picture of the world is displayed along 
with the game controls- The game can be 
played either against the computer or with 
two people. Busically, it is a game where 
east fights west for control of the world - 
no holds barred. At the start of the game 
the world can be divided up, by countries, 
into a fairly standard east/west configura- 
tion. You also have the option to random* 
ise the allocation of countries. For each 
country under your control you have a 
number of options - attack or supply 
another country, use political power, help 
in defending another country and finally 
build armies or factories. These options 
must be allocated within a certain lime 
limit. The problem is getting the inter- 
relationship right. For instance when one 
country attacks another country you must 
back up the first to ensure that it does not 
gel invaded in turn. This is vital because 
if you are playing against the computer it 
is very swift to pounce on mistakes like 
these. The main problem with all of this 
is that you will never find out why things 
happen. You have a good idea of two 




POWER STRUGGLE 

countries strength and power but the 
mechanics of the takeover are not dis- 
closed. At the end of the turn the computer 
works out all the changes in the blink of 
an eye. I would hove preferred something 
slower, telling you why things were hap- 
pening. 

Generally, Tower Struggle could be said to 
be the baby brother of Chris Crawford's 
Balance of Power. It is nowhere near us 
complicated but it can be played out in 
under and hour. 

ANNALS OF ROME 

A very different game. This is a game that 
will put you on a number of knife edges. 
The game itself has you balancing resour- 
ces in a strategy of offence and defence. 
You must also balance the members ot the 
Roman senate to negate rebellion and dic- 
tatorship. Finally during some aspects of 
the game you will be so frustrated at the 
events going on that a final push will 
have you heaving the computer through 
the nearest window! 

Annals of Rome depicts the rise and fall 
of the Roman empire. It starts in the year 
273 BC when the rule of the countries of 
Europe and Asia is in a state of flux You 
are required to guide internal und external 
affairs to complete Roman domination. 
Your success in this is shown by your score. 
On the screen is a map of Europe and Asia 
divided into regions. Each region is shown 
in a different colour or pattern dependent 
on who is ru ling over it. Inside each region 
is a number which shows how many 
troops are garrisoned there. 

Lets go through the game step by step 
You must first go through an economics 
phase. Here you must decide on how 
much you ran tax your population for the 
next period. Periods, by the way, are vari- 
able, their length will depend on how 



much is going on in the game, 
generally though they are about 
four years. Setting too high a tax 
will affect your popularity which 
can lead to rebellion. Next come 
three phases where you can find 
out about the personalities in the 
senate. There are twenty-two 
senators. Each is rated as to his 
ability to command and his 
loyalty to the governing regime. 
Once the empire is expanding 
you must use these figures to 
attempt to maintain a stable, 
non-changing, government. 
Some commanders may try to 
rebel against the republic and 
this will affect your popularity 
index. If this is high the chanc es of rebel- 
lion are low II it is low the chances are 
high. 

You can pre-empt rebellion by paying the 
legionaries lots of money so that they re- 
main loyal. You can also remove a plotter 
from office and replace him with someone 
more loyal. If a commander successfully 
rebels in Rome you will be faced with a 
dictator or emperor. Tins has a domino 
effect and destabilises things for a couple 
of tums to the detriment of your overall 
score. 

The next phase is foreign wars. Here you 
attempt to expand the empire This is also 
where most of the frustration creeps in. 
During this period you will have to sit 
l>ack and watch all sorts of mayhem as the 
countries are carved up. On the map coun- 
tries change rulers and dynasties emerge 
and fade. Because the turn of each country 
to fight is chosen randomly you muy have 
a while to wait, especially in the emergent 
stages and there is not a single thing you 
can do about it. Reinforcements are just 
not available. Your empire can be deci- 
mated and you remain powerless to stop 
it. Finally you get the chance to fight back 
und regain old ground or take new. 

As the ebb and flow continues you can 
find yourself loosing the new territories. 
This is where the computer gets switrhed 
off or slung out the window! If you have 
managed to sit through this the years now 
advance and another turn begins. 

Apart from the frustration Annals of 
Rome is a finely tuned game thai can 
huve you alternately swearing or cheering. 



POWER STRUGGLE - £9,99 
ANNALS OF ROME £24.99 
PSS Wargamers Series 
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SPECIALIST 
ATARI MAIL ORDER 


A 

ATAftl 


EXPRESS 


COMPANY 

f02i; 643 9100 


E3 



A-MACTC Video Digitiser 



The A-Magic Turbo-Dizer was developed especially for the Atari SI It is one of 
the fastest video-digitizers on the market, certainly within its price range. Simply 
plug the small black box into your ST's ROM port (or Mega ST), run the TurboDizer 
software and you're ready for action. From now on you can display everything 
on your SM 124/125 or colour monitor All you need is a PAL video signal which 
may be obtained from a video camera or VCR, 

You can digitize using your ST in 2 - 32 grey levels and process the the image using the following 
programs: Degas (Elite). Neochrome, CQlorsfor, Monaster M, STAD, Art-Director. D.R.A.W. ...Using 
two grey levels it is possible to digitize up to 25 pictures per second (realtime). What else can you 
do with the digitizer? 



- Advertising - illustrations - Time-Lapse Photography - 
- Animation - Room Monitoring - 
- Automatically timed Stideshow Presentations - 

in fact, any purpose which requires an image obtained, 
generated or displayed using an ST computer, 



NEW 

ENHANCED VERSION 
INC ANIMATION ETC, 
£149.95 inc VAT. 



NOW OPEN 

OUR NEW 

PUBLISHING CENTER 

at 514-516 Alum Rock Road, Alum Rock, Birmingham, B8 3HX 

Desktop Publishing 
Computer Sales 
Laser Printing 
Typesetting 
Printing 
Scanning 
Fax Bureau 
Optical Character Reading 

For further information on our new services telephone: 021-328 3585 



ATARI 



2 & 4 MEGST's 
PC's 

LASER PRINTERS 
SCANNERS 
DIGITISERS 
TELEPHONE 
021-328 3585 



2 & 4 MBGST's 
PC's 

LASER PRINTERS 
SCANNERS 
DIGITISERS 
TELEPHONE 
021-328 3585 



Calling all Adventurers! 

Dungeon Master Hint Book and Maps £4.95 + 50p postage 



RETAIL AND MAIL ORDER ENQUIRIES 
212-213 BROAD STREET BIRMINGHAM B15 2JF (021) 643 9100, 

RETAIL SALES ALSO AT 
% EXETER STREET, THE VIADUCT, PLYMOUTH, PL4 9AQ (0752) 265276 



From the author of Munchy Madness - one of the best 
Atari 8-bit listings ever published - comes 
^ the the ultimate type-in ST listing. 
Paul Lay and Harvey Kong Tin bring you 
t He ST version of Munchy Madness 




M,Vl> is a single player, 
all machine code, arcade 
style game for any Atari 
ST in colour that can be 
typed in by any owner 
using ST BASIC. The List- 
ing is an Atari ST Basic 
listing which generates a 
machine cade program 
file. Simply type the prog- 
ram in f make a backup 
copy for safety, place a 
formatted disk in drive A 
and run the program 
from ST BASIC. If any typ- 
ing errors have been 
made, the program will report the line in error and 
then stop. Correct the error and then run the prog- 
ram again. When all the errors have been removed 
you 11 end up with the program on disk as the hie 
'a:\mad.prg'. This program will be a stand alone 
machine code fde that can be loaded in the normal 
way, by double clicking. ST BASIC is no longer re- 
quired. 

PLAYING THE GAME 

The object of this game is to work your way around 
a series of strange underground caverns collecting 
jewels. When you've collected enough jewels in a 







■■1)1 




























































































MAD ON DISK 

For those who don't fancy typing in the listing, MAD 
Is available from PAGE 6 on disk ready to run and 
complete with the source code. Abo on the MAD disk 
are all of the ST programs that have appeared in 
previous issues of PAGE 6 plus a few bonuses only 
available on this disk. MAD Is better than several 
commercial games selling at full price, yet the MAI) 
disk will cost you only £2.951 

Send to PAGE 6, P.O. Box 54, Stafford, ST16 1DR, 
Overseas readers outside Europe should add £1 for 
postage. 
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cavern, an exit will 
appear which will let you 
progress onto the next 
cavern. Each cavern is 
made up of complex 
mazes and walls restrict- 
ing your movements and 
they are also filled with 
nasty Amiga balls which 
will come crashing down 
on you if you are careless. 
To make things even 
worse t you are only 
allowed a certain time 
inside each cavern. 
Start the game by press- 
ing the joystick trigger and you will be at the first 
screen. Alternatively you can start at any of the first 
4 screens with keys Fl, F2, F3 and F4. Movement is 
controlled by a joystick in port 2, or via the CURSOR 
keys on the keyboard. You can pause the game with 
the SPACEBAR, followed by any key to resume. You 
can terminate a life with the ESC key, (to get out of 
those nasty situations). 

At the bottom of the screen you will see a status line 
LA C:06 T:40 S:0000 

This displays the number of lives remaining (L:), the 
number of jewels which must be collected to com- 
plete the cavern (C:), the time remaining in that 
cavern (T:) and your score (S:). You begin a game 
with 4 lives. A life is lost when you are squashed by 
an Amiga ball or when your time expires, You score 
10 points for every jewel you collect* When you have 
collected enough jewels, an exit will appear which 
will let you enter the next cavern. 

A countdown timer will bleep when the time re- 
maining is close to running out. When alt 7 caverns 
have been completed, you will start over again at 
the first level but things will have speeded up, 

1 hope that MAD doesn't drive you mad - get 
playing! 

Listing on page 56 
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520STFM 
SUPERPACK 



Buy this Iftrnfic A1dn peck n©w arid 
you yei it 520 STFM with built-in 
Modulalor, 1 meg. drive, '/i mag. 
nnjrri(jr p '. irtstrucunn manual and a 
mouse with .... 

j&tfrt 21 exciting action games 
1^ WORTH £400 

£/&f Organiser' integrated business 
I** software WORTH £43.99 



ff€$ Atari joystick WORTH £9.95 



£399 



Phone for other great ST deals ■ 
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QUALITY BLANK DISKS 



branded quality art prices like these 



l l 



^ TDK 




Rnlh are- cprlrticd 1 DO'vh ftrrnr trw and off rw ;i tilnlirrw: warranty 





14 

Bijs.es 


j 5-5 

Boxes 




3,5- SS 


15.99 


14S4 


13.69 


3 5" DS 


20.59 


19.44 


18.29 




LISTING PAPER 

2000 sheets high quality 
1 1 * x 9^i* microperl 
all round. 60gsm. 

JOYSTICKS 

The new Micro-blaster' 
laystick from REPLAY, 
order toddV and , , 
Take Control 

MOUSE MATS 
High quality Mouse Mats 
I or your desk top. 

DISK STORAGE 

MD 70L Lockable 3V disk 
storage box. holds up \q 
70 disks. 



£14.95 

£12.95 
£5.95 

£12.95 



WITH A FREE 3 V DISK ! 



MONITORS 

Philips CM9833. 1 4 colour £274.85 
Ata fi SM 1 24, 1 2 mono £ 1 28 80 



WITH A FREE ST CABLE WORTH £12 



DISK DRIVES 

All 1 meg. wnh internal power supplies 

TRIANGLE 
CUMANA 
POWER 



/ 





^ l^ervice - ^ '^Guarantees' 




ack-up 



\fi UsubUy mi* il>y ia»|i1i ill mi mart rtorn.^. 



rj> FREE, rwxt workrng dory rJdrwy ot o* 
hauftMara wMqw 2 5 day* tor othar rtanu 

L«rp* -vtoeli* *w mmditi daapatch 

FAST. effjcajni wrtfe* 



ll KTV Ham p«h« 10 rt|b* 4 lY^krfiicllirini] 

'i>.>» wrthm JU davi vtt wvill ropl^n *r*a ol 
ctMWQa of rtfljiwl ai tull 

A»f*r » day* **** w*h*ft (ft* w*rr*nrty parted, 
wo will repair at our 



Trtandhr idwi and *ftar utpi buppchT 

rauhvd ta your 



All prices inclusive of VAT 



!L _> Any pnsMama quickly 
CWfi^mt *«aj1accn:irt 

Special ottari Id fljvFtaig cwlumpi 
Wa aan to [aaaia . . and UMJaffy da! 



Prices/dairy ery subject to availability and only applicable to UK mainland. N Ireland and BFPO s. 
Compumart are Ijcansed credit brokers. Simply ask for written details. 
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Compumar. 

— A Great Deal Mort. Fee a Good Deal Less 

COMPUMART LTD 
FREE POST ( P A 6 ) 
LOUGHBOROUGH 
LEICS L E 1 1 0 B Ft 
TEL: 0509 610444 
FAX: 0 6 0 9 610235 
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data 01 L*9EB0*0O0**004 1 LBBtlXjOooOoooai m\\<. \ !*:>:■ ti.l V.Mr , 1 J.-.4 

data DOOOOCFno*^i04<>| C00OOOO0O23C L 20O0OO*0O0O**7CF87Bl C>0*0000*, 9SB 

Ulli 07C7EFL**QOO**OotJ*£3lWt3yQOI]00^ 

data OT4>OOO*0CB04F9^B0*OOOO**040*F CTiXH>600ijOlXh3u?7tiJ>Jl)«oaiJO*x>, I 2*S 

Art* M'FiCHXKmfflKKKKiFHOWWXKW^ 1434 

d*t .4 O I C003rO06COO7E0O4C0O7EO03DO*FF0*lI]OOFF*l 3B8*FFB*38B LFF8 ,3110 

e a ytaconca ■ MCJif i uovi:! .r « i a i ix ?w f f .unt.30.Ta ► (bp.itfitwWWIf , j*oi 
OOQQFFFF3I J?OOOC*0O07FFE033C0OOO0OO03*FC07L80OOO*0OOLFFB L490 

daLa *000*L600l?*0<iOCNXK^l}0*OOOOti^ 

<jjti r- air h if/r i rnntunt n.'.i i u/f r b/f f i n c:vlu»uo«kif ■ n wxxmu^ . 4;u& 

CBa,**- »7F Dm)OrB^nBfcM-B*^ril**rB*Afr^Or,JW,*,F It *F BF AFBF r«FHI, i , 44.37 
dat* FKtf tE^KiFKtWQiWOOWOOFKMKWW^^ > 7BB« 

dat* 0OOO*OOOO*OOOO0OOOO*OOOC>0*0OO**OOOO**OOOO^ 

Jill OFF**420*420tf FUlLlfiKM t DOLJOJM F [Ml I <rj JU40000 /l F L SI P I V-MII , 7H3V 
dat a 23C4FFFF 7 7DE4BE623C4FFFF3C3A3FFC LOOBFFFF3C3A3FFC LC3SFFFF , 4218 
dat* 5C3AV FC1C3BFFFF5C3A3FFC1O0BFFFF7BDE67E423C4FFFF7FFE23C4 , 4089 
diti 23£4FFFF3FFC?lC4DO*a7Ff £ 1 1 JBt* F OOClOlFFCoF F b*420Oo*0 I FF8, 2932 
data iIhXXXhIhIKXKX" jC 7E OFFFE 7 F F^F F F F«KXiFFF C 3FTF F F FFOOOOFFF FJ I r , J 

rilt J FTFFOODWFF DUFF FFFFF ODOW ri Don F J I F F DOLXjF F COOlF FFFFFOOO*, 425 1 

data FF0OOI1^FFFOOOOFFO*OOF^FFFO*OOOOFFOOOOFFFFQQ^^ 

data F£7FOO**Oo3f *OOrfC3Fr»f>O*aiF*0Orf^^ 

data 00*70000E007*00000030000C003*000*0*IOOt>OBOOIO^ 

J a t a FFFFFFFFOOOOFEFEFFFFFFFFOOOtFFEFEFFFFFFFFOOOOFEFCFFFFFFFF , 3*** 

data MHJGFEFEFFFF FF F F DOQOF EFEFFFFFFFFHiflOOFtFEFFFFFFFFOOOOOOOO 4 45B4 

data FFFFFFFFFEFEFEFEFFFFFFFFOOfXlFEFEFFFFFFFFOOOOFEFEFFFFFFFF ,41 1 2 

dat J FFFFFFFFQOOOOOOOFFFFFFFF IFFCOO**3 FFC*OOC3FFE0**O3FFE0OOO T 324* 
data *07F***03iTTOOO*103fO*oaiFFFlFa03Bl»-o23i^ 

data J FFF J7BQ. JJBOQ27F7 IFF 73B07FB0O07F7FFF 7FB07FBO0O3EFFFFFFB*, 344 1 
data CFB***OOCFFFlZ:FC3 Of DOOOOa3FFF3FFFODOOOOD03F FF3* F F OOOOOOO*, 2484 

dat. lFFa*0t]mMBt]CiOO.3FFCTCm 

data 7FFEOOOOOMOOO&07F^0OO0e0OiaO0lFTFF0O0*&r5OO 

dat. OOLH^OLlMF-MMOOTCKiaOTLrFrFa™^^ 7P F L LXKK3OOO0 , 2530 

data 7FTE7FF^OOOOO*007FTE7FF^0OOO00O07FFE7FFE0O00*0O07FFE7^^ , WMB 

data ?4FCDOOOFEDOOOOO*'FFnODOOFGD*nOOOFFFBOOFBF DT87ClX>rrF'C*lFe . 133fc 

|FE7C00,4224 
k 4JS0 



data 00<>OOOOOFFrUFFFJOlXF3000aoFF7eFF7aaOOOOuOOFFFSFr^ 

□ it a E38F77DE7C7EH3B1FFFF7FFE3EBCB t 4 1FFFF7FFE31K3CO04OFD7F7IJ7E ,d2fc3 
data 6C6O02B07FFE 7FFEA00000007FFE7F FE : 3*O02flO7 JTC 7 1« 082*0000 , 2b41 
dat* 7B^T8^07COOOO<^FC3FFC0«K»O«BFFWFFOWO^^ 
data UOOWDOOaOODOIXMWOOO^ 

4tata 00a00*0OOO80OOO<Ofl^fi<^000l800Le007E4^0B00JC0(>3C003Ci>0tC5 , JBOI 
data oia>oott:oon.ooa<MX>icDooaKio/i)oc^^ 
data 

data 

rlata, OOOI>IXHra>(yiOOr>l>XI474)Oan 

data rM600l80Z^40OWO3«»3C0OFE0O«KK)5ftW 

data O7EO0OOOO1BOOO0OOB&0OOOOOOOOO0WOLOOOOO 

data 008AO0000O0000000410000002400400L24000O0000O0-I IIMM 140000,334 
data ULiLdOiblL'j ] tUU4rjrJijril>*U Jt 401F IXI-2B41 5f U LFfOOFF*] ODOOFF C0FF4 . 29 72 
data Brrc;D7T03 7rB03rCJ7FDDlF (MUlflflniXHI fMJ.IlMO.ltl^ 1 laaj] jrtO]a n>3 ja3 
data WaWla"i^WaW3<WlOIDlOJDDOO0l>^^ 

daLa 0O8O0OOO*4FJO*0OOO740OO8OJ7CO00(>0l 2C00[>2fl I, FEC0O0C2BD8j 7E0 P J 758 
■teta 3FFB0 IWTFWFE89FFBP7C0 |FE' I FFflJFF [» JCOflFFB trr^pm^JTCfl, 3» JO 
daLa 0FFfl3FF*3FF18O7D01FC4l3fFfl i FFCO I &4O8BO27C0&FF I 0O4OO7»OB2O^ 2935 
data VF4MWHW(W<3BPW^^ 

data OOOOhXMOS 1C8FFF44CDF430 1 4E 754BC 7BOC01 0 1 9BO3CO0FFri7<Mit. tC6, 3041 
data MMUUVtl 1^1 II •.^K«J«OC5X3K^Fl»3£Oi*(T>,JT9» 

dat a O3C;W3C0OK0O3C<>3FTCOFF03C3CW3C0^<W3«W , 3TO0 

dat * OSCOfl^OOOKWKOFPWK^W-SFOOFFOJ^^TOFFXaWFWWFOlFFCWW^! 307B 

data ^W^OOFDWr^FHWOFT^ 



2S10 data af^l»ri;OG34?WP0FC003Ci»FF<raCK3C3C3FFD3C3C3C3£3FFOK 

3334 data TTTrffTrlf fl'ITO'll 1 ! IIIPIIIW T — Ll'VfT*"^' ■■ - . a -,i i;:>h:i 

2330 data 3C3C3C3C3C3C3CF D1F L:i)TF t L.MaKI.SKOO.lF r DTr:nr,-K0O3FFC3FFC3i:0O,24i3 

2530 data 3C3C3#PC3«CK3CW3CTFF0P3C0O3C<)O3CW3Cr»3C0OFF0M 

73*0 data W3C00K00K3C3C0FF03C3C3a^Q3*CO3**4J»Co3CF0K3C5^ 

2370 data 3CM3£»JClW5CaW3^CF03CFCF[^FCF33CF03CF03CFO3C3C3C3F3e,ll 

HBO data 3FFC3FFC3CFC3CK3C3COFF63C3^3C3O3£3C3iit^iC>0FF03FF0K3C 1 77]3 

2590 data 3C3C3FFb3£0ol4r<K].£(3(X>OF F OAc:.5n5C-3i33C3C3F7C3CFOOF3C3FF03C3C ,213*7 

2*04 data -V:5C3FF05CF03C3C3C3COFF03C3C3COOOFF0OO3C3C3C*FFO3FFCO3£D . Jit* 

24 W data 03CO&3COO3CO03C0O3CO3C3C3C3C3C JulL_SL:3i;Jt JcjcoffcXTCSCTC , 2203 

2-h2* data 3C3C3C3C3C Sijc* P aa lcora.KTa.HTO.ir.F ^-5CF PTCFCFCF03C 3C3C3C3C ► 15d4 

2a34 data CH-HKJJSi»!raF JC5CTC3C3CTCJC3C0FF0O3COO3C0O3CO3FFCOO3C ,2320 

3*4* data CrOFOO.irwiarQOK003* , FCOr>>5<) 3CO*3CCr<"<<HXi3CrXi3t0OOO0OOOOtKlt)0 . 1 



2d50 data 0CKK=*OOOO<K>0CK>0OOOCi0<>OOOO0O«>CK^^ 

JatU data aODL4XWUO0000000O00O0OOOO000O0*OOOOOO000O00fl^ 

2rb80 data ] B L B 1 ■ 1 B L8O0 I B 1 80000 1 B t B00I BQOOQOOQO I B<W I B(>OOODDOtll fl L8tlO , llli 

VfcWJ data I M LtKKJ I tHJ<>] bIM>LKJULHX>3 SLUil FiXH^jOOOO L9] SOLH>XKr-XHj L800 1 B 1 8 1 B . IWI 

2700 data I B 181 BOO L8OOOO0OO0 LSI BWWQOW1 BOD iFXMODODOC I Both] B000400 . 240 

2?t« *mtm iKlttBODOHjaoOOiduuifiuuuxXrOOieooiaiei 

2728 data OrXrOQWOOOOOOOOOOQQWOOOOQOWt^^ 

JtlM data DMHKKJtXXl<rOOC*<rOOLH>*^ 

."I data Ut4iJa^4Ot*7CiOOaV3072**74OO7bCHi7370L470IA70*64O1330444M33 t i 130 

Z7V> Oat« 0777IBl81BIBiei0t8IR)BlltlFllHIHSHIinULdllllUL»lllllLl>4l4OC>U4,4>El4 

2740 data 04*4 1 40410040404 1 4 L 404OO0C I B 1804040004 I 40*O0O404fl4Wd 1 4<M , 740 

777a data D4O404 LOQ4 L U I tl ] 4 L 4 I 4 3 4 L 4 1 4 1 414 1 4 1 4 1 4 1 4 1 4 1 4 L 40404*4 1 B IB I O, *S4 

77Htl (tat 4 04 |i^4«FO40FaTM]4ICrlX>]4DO[KKI44>4a4DD]HI 8*4000400 I 4*40400*4 , 194 

77-Wl d4t« 4>4£>4044>40OpOI>4|*I>41B|B 1.00414 1 4 I 4 1 4 ] 4 I 4 1 4 ] 4 L 4 1 4 I 4 1 *]4l4]*,4L2 

2800 d4t4 1 11 B I BO40404 I *<"|4 I 4 | ri 1 4040-4040404 L D I OOB LO] □ LU1 BD403CI4D404 , 3l£ 

2810 data *8040O**I 0 LOl 004*40404*404 1 Bl 81 4 L 404 1 0040401 1 40H>4i"i4O4O4 , 744 

7820 data I lOttOI I OOO I Fll BQHOOC14 1 4-D4OB044»4a4 L 4 1 4C14 L 41 404*40408] B 1818, 32* 

2830 data lBlBL81SlBL81BtBlB]BLBI8]BL8iaiBLSlBOOO4O4OOQOOOC^OOO30,9t«> 

2840 dat* W700310072HW-7400740001 70 1 4701 JL ^O**4D3JM444*S35077 7 I BIB, 1*43 

2850 data lBlBLe]BlBie]BLSlBlBLeiSlBieiBkBieiB[aDCI0O414|4| 4]4044>4,974 

2B40 data 04Q4<>10404040*0404 1 9 1 8<WCi«Ma4D«Ki 1 +di 1 4 ■ 4 L 4 ] 4 1 4 1 4 : 4 L 41 4 , 312 

2B70 data 04 L81 B 1 4 L 4 1 C 1 4**1 0 1 4*404O4O404*40H 1 4 1*1 404 J 8 1 B 1 Ol 404 1 10* . MB 

VBBO data ini414|4L414l4141Ol11014lj41Ulbl(!]4L.4 I >H< -4 I » l > ■• «v ' * I > * . H . * *' • 

2B90 data l0140BL4<MIBl8<VBI4O41404O1|4 14H|i4<>1OB|.4|0J+D4 14a4LaiBO4 r 404 

2ttX> data 1 4*4 1 404*404*4*4 ■ 41 404 L 4*4 1 4*4 1 404 1 8] 804 I *04 I 4 1 •* t 4 I 1 1 404 , W 

2*K> data □ao4a44>4a4D404l4D4]BlBD414D4l4lDL**4l4*414l41414L414l4L4 l 348 

2*20 d4t4 04|8IB04<H040404040B1404<J401fl40*D4(MO+D4a4LUlHlUia]BiaLe,3L2 

293* data LSI B I B L81 B I Bl 81 B 181 B I B 1 81 B 180007I7KWX1OOOO 1 701 4 TD1 4 7DD4*J, 1. 1 L 

294* data 003*004*0070031 00710072*0444033301 44033307771 B I B INI B I U 18, Uki 

■ma data taifliai8]aLflieiaieiaiaie]aLBiaoai*i40ci*i40i*404040404oi,4Hro 

29*0 44*4 l*lP04lOiaiB!Ba4lD14OliD4]4D4l4l4t414l4*4^04*404*41BIE»>1,34« 

2970 data lO1404O41404140B140BI014|4|4]404l>41BFBO4a4L4]4D4l404L410,388 

2<T80 d4t4 |41O04D4^04l4O4MlBIIJ«>4a4iJ4o4lC*4^i404*40404*4|4110401|4,272- 

2990 data L 4 1 B t BO404 L 4*4 1 4 1 404 L 4040*O40*0H>404O1<V4 j a ID] B L 44*4 1 404 1 4 , 312 

IfXKI rtata DlfM I *o4 ] 4 1, n 4D4 14 ] 4 1 44408 LBl B I &*4] 4041404 L 404041 408 1 4*1 , 344 

3*10 data 14l0t40404ie3EtO4O4l4O4140414O4lfll4|0l4l4paHja,j*Da<i4iULa<i4.39ar 

3*20 data *4l40ai4oaL 40404*404 L**404*40404*4 1 B L81 BIB 18! BL81 81 BL8IB,*W 

data ]BIBl»]BLUlBIBLaiBIBO]OOQa*SOO^^ 

3040 dat 4 TO*TI?040«W004W*fc4flra044403T W TTT f P 

3030 data lBLBieiBLBlBtBieiBL81BOCL410L41O141O14|0L110l410'14|0IO14,344 

30*0 data 10IBI8O4MOB|41014DaJ141D|:4ODl4l*]4Dai*]40a]BlB*41404*4l0.42fl 

3070 dat* lW140HL4a4L4ia]4^404l4O4]BLBIMI*D4O40IIL4O4l4O4l4D4]40a,3a2 

30BO datl 1404*41404 |B|F*>4 1404<H04l i<>4 t 44M J 4D4 1 404 L 4 ] 4D4 1 4Q4 LdlBCta , 35i 

309* data 1 4*4*404 1 404 1 4*4 1 4*4 1 4041 40*04 1 404 1 81 804 I 4 J 4 1 404 1 404 1 4Q4 , 344 

JIOD data ]4D4l4cl4L4*4l4l404LaiB04l4O4O4*4l**4140*L4O*L4*4|*O4O4|4 , 344 

31 IO d4t4 04 181 B04 I 40404041*041 404 I 404L 4041 40404L404 I a L8O404O40404 , 304 

312* data 0404*40*040404040*04040* IC I B LSI B 1 8 181 B I81BI ■ LB! B I* !•! « I B ,43* 

313* data lUllllULUIII] U000405*0000**4 1 4*424*737033*04*0*350044001 34,64 7 

314* data 02450334044403330*440333*777 LB! B 181 Bl B LBl B I HI Bl B tall U] M LU, *F44 
data nil Ulb t Ul U I a L8oCu4l 408 1*080B100BL*1 OOB I <XiB0B08 10OB1B1BLC ,**8 

3140 data 04 L 4 1 OOhXS808081 0 1 &Q#J| 0O81 o I pi (KM 101 ■ I Boao* 1 44X1 J ooai ootd L u , iaa. 

317* data 0808080808081*1 0O81 B I BO40B L 4 1 0OB1OOB lOOB 1 0O81 0OBQ81 OOB LO, 334 

3ia* data I01BIB0404 14*81 0 LOOB 1 01*1 0 LOl 0 1 01*08 101*1 0 LOl 804*4 1 4 1 4 L 4,424 

3L9* data L 4 ] 4 1 414 ] 404 ] 4 ■ 4 1 4 3 4 L 4 1 4 1 4 18] 804*4 ■ 404*404*404 04*4*4 □ 4*4 , SM 

3:wxi data nao4d*i<Ki4 1 n|Ri 404 1401 iooaio]ooao4<:r4nao4C]*oio40*r>a]BiF)04,77<, 

3710 04t4 Oil 404O* 1 0O40404**04O4O4 |fl04 1 01O1OI 818080*04040*04040410,714 

37ZO data O40404*40*O40408*81BLaiBIBLBIBL81BIBL81fllBLeiBIBLeiBIBLB,3O0 

3730 -data 1818070307*3000*04*0053004400*040313042607370240*3310*42,714 

3240 data *46603 1304440531*777 18] a I BlB I ■ 18] a I ■ LSI I ■ B 1 8 1 a L BlB] 1 1 M ■ , 082 

1-J3D data ] B I B 181 QOB^QB LOOB I OOB 1 D0404 I ODD] 00*040404 1 B I B04 1 0 I 4 IP] 0 , 373 

3740 data lOI0LOO404*40*04O404*40*041BIBO4O4l4LOO404«404«414l4t*14,2e0 

1370 data 34 | 414 1 4DO] | ■ S040* L 4080404040*04 ] 4 L MM 4D4O404 1 404 I B 11104 . S3* 

3290 data 04 14L414L4141 4*4 14041O1 4041 404 L 40* I B 181 C04*40*O4*40*O40* , 14B 

33B0 d4t* J*04*4|*04 14O*l>4a4LBlBJ*L41404 I 4 1 M140404 I 4O404 1 404 | 4 | 4 | * ,334 

13O0 data ]4LBia]O0Sl404L4OfiLt)*404L41OO4L40404*4040C I a I B04 ] 0 L 404 3 4 r 3iB 

1 3 I H. d*t4 0* HKMQ* 1 1tl4Q1 HMMHIWIII lKXH4D*f>4 3 4Da040*04C14D*04Q* . -J n 

1320 data. 0*04081 4081 BIB L83 B I B183 B LBl BIB L81 BIB L81 B 181 Bl B L81 B 1801 0 t ,550 

333)0 data 05o8rOi3004*4lSlMio007 

33*0 data O444O333O777IBLB1BIB1BIBL81BI0181II81.8III81II818IH 101808,800 
data IOOC1OIOO81OO01OIOO1O4ICO41OLO1OOSL81BIOO4O4IO1O! 01*1010,388 
dat a 0*04*004*404 1*1*06 L81 804*40004*4 1 0 L 0*404040404*4040404 1 0 , 208 

data 1 lU..4IWlUllK.*lfcri>40*lU::ajU<.4<;o..4 c;.., .„:, ; f«,SM, 

data I B04O4 ■ KM I BO00404 LBM40* lOl B L H0400 L00404 LHOB04 3 BO 4 1B0404,2» 

339* data ill I 6040404 IBI 60*04 180*04 181BI81B01 1 81 B 10*11 0 1 81 804 IB1B04 ,4^? 

341* EF*t« lO10|01.*10|OO4a4D4 1BllaMO0Oaooa4D4O4a404O4044>4OaKJ*O4DW 

342* data O4iasBL83aLBia]BLBIB]aL0iaiBLB]aLB18]BtSiaiLM4jO4O4*OOO*O.31B 

3410- data OOl 701 470 1 6700400050004*0070*3 I OO 7 1 OO 7 2*0444*33 3*4 4 *Cr53 3,^38 

i44CI data 077 7OO**ODj02*C ]4L*30|DL*3 OoA] £ I EDA4^DC04ljO4aA*4 I 2*A04f*AflC , 456 

3450 data O80608I EOEK^60J5080604*^608040L50eoa040eOBf4»4080flOB040B,2L4 

3440 data La90804*8D2F>A28 I "3 LAJ E^COC 3 03aH>40A04ra4oa4>4 3 2 LE04OA06OA3 4L78, 798 

3470 data 20OCQA3006*E06743BI*771204O40E08]0O8*B0eC422l7OA^ 

3480 data L81 00OOC040C 1 038043004*806 3C 0C04*4*4 34^80 T8O404<>*04^ OtKlil , 6*0 

J4-FO data O622LE180B*80C080622LeiB0B*80C0«40ClB0*lB09O80ro»rr*IM 

3500 data OrOI *r>6<>»jr!j<>60* \ 4 122C0COCL1* LB*40€0* I FFIFjrfXMu^-fMu+^u+r^O^ . +4-0 
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Too early to think 
about Christmas? Not 
when it comes to the 
Atari User Show, 

For this is the festive 
event that has it ail: 

LOADS A exhibitors 

(around 70) 

LOADS A hardware 

LOADS A software 

LOADSA new products 

LOADSA games 

LOADSA happenings 

LOADSA technical advice 

...and most important of ali 
for you, the visitor — 

LOADSA bargains! 

With hundreds of special 
show offers to choose 
from, here's one place you 
can do your Christmas 
shopping and end up 
in pocket. 

You can even save £1 a 
head before you get there 
by using this advanced 
ticket form. 

It you enjoy computing 
with Atari, you'll be thrilled 
with the Atari User Show! 



■ © 




^4 



SHOW HOURS 



FRI-SAT 10am -6pm 
SUN 10am - 4pm 



Bring this coupon to the Show^ 
to get £1 per person off the 
normal admission price of 
£5 (adults}, £3 50 (children). 




CHRISTMAS Friday- November 25 f Wam-Spm 
'-■^t j j _ ' ^ y k Saturday, November 2B, IQamSpm 
^JJ~J *JJ Sunday, November 27, Wam4pm 

The West Hall, Alexandra Palace, 
Alexandra Park, Wood Green, London N22 

Valid for up to four people 



No matter which Atari 
machine you use from the 
8-bit through to the mega 
ST you'll find just what you 
are looking for And even 
some exciting things you 
didn't know existed! 

For all the leading 
companies in the Atari 
market will be out in force 
to demonstrate their 
latest developments. 

Traditionally the liveliest 
Atari event of the year, this 
pre-Christmas show is 
shaping up to be the most 
entertaining of them all. 

Don 't miss it — and 
make sure YOU enjoy a 
Merry Christmas! 



How To Get There 



Alexandra Palace is so 
easy to get to by car, rail, 
underground or bus, it has 
its own British Rail station, 
just nine minutes away 
from King's Cross, and 
there's a free bus service 
shuttling between the 
station and show every 
10 minutes. 

// you 're travelling by 
road } the show is only 15 
minutes away from 
Junction 25 on the M25. 
Car parking is free. 



DATABASE EXHIBITIONS stsbbs 
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SIDEWINDER 

Mastertronic 
£9.95 




'colourful, 
inventive and 
absorbing' 

once you have exited the opening chute it 
becomes apparent that the game's name is 
derived from the fact that some limited 
sideways scrolling is in fact very necessary. 
A bewildering array of spacecraft attempt 
to intercept you as does the automatic 
defence artillery and your laser guns take 
several hits to destroy ground objects 
although airborne foes tend to blow up in 
the one hit The spot effects both aurally 
and visually are well above average for 
these events. 

There are the mandatory power capsules 
to pick up on the way, which increase 



either durability of the ship or offer greatly 
enhanced firing capabilities. These prove 
very important and indeed vital at crucial 
points. Do beware of the hover pill' since 
it is a two edged weapon extremely handy 
for standing and blasting with but you 
then become a sitting duck for all 'seeking' 
weapons. The artwork of the various levels 
is colourful, inventive and absorbing with 
everything a good arcade size. The sprites 
loom large and are very well drawn as is 
your own ship r the verdancy of the hydro- 
ponics farm lends a suituble agraria air to 
the level, 

[ found the game took a little getting used 
to and it did not have the immediate hook 
that Xenon had r but after a few runs [ was 
hooked. The variability of the speed and 
the difficulty helped and soon 1 was feeling 
the 'just one more go' syndrome making 
the whole affair quite compulsive and 
addictive. There did not seem to be a high 
score table available - unless of course ] 
did not manage to shoot myself into such 
elite company but considering thul I did 
earn some bonus ships that would appear 
unlikely. This omission is disappointing as 
there is no indication us to the quality that 
is expected of the average player. 

All in all this was a game I enjoyed, 
noisy r brash, exciting and fast. It is not 
quite Xenon but well worth the buying if 
scrolling arcade games are of any interest 
to you at all. 




Reviewed by 
Damon Howarth 

Once more the universe is under attack, 
the giant Sturkiller is on course to rid us of 
our sun. Your tu.sk, should you volunteer 
tor an almost certain suicide mission, is to 
destroy this scourge of the skies in your 
ubiquitous one man fighter. 

The scenario is similar to many and the 
initial presentation is not too disimilar to 
Xenon without the speech. The music is 
not of the greatest quality and that of the 
loading screen is fortunately disengaged 
on the insertion of the second disk. Once 
the game is up and running and the play- 
er(s) have chosen between single or dual 
pluyer mode things become slightly less 
mundane and a good shoot em up un- 
folds. The object of the game is to pene- 
trate the massive ship und, by making 
your way through a variety of levels, ex- 
plode the central core of the reactor. The 
screen scrolls vertically very smoothly and 



BATTLESHIPS 

Elite 
£19.95 



Reviewed by 
John $ Davison 

Oh, no! Not a computerised version of the 
old favourite - Battleships? Hey, just a mi- 
nute - don't skip the rest of the review, the 
program's really rather good! It's been 
brought right up to date with super ani- 
mated graphics and sound, been given 
single, two player, and multi -player op- 
tions and it has a very simple mouse 
driven interface, so even your Granny 
could play it! 

Before each game starts you choose 
whether you want to fire salvoes of shots 
or single shots. Salvoes give you four shots 
for each of your ships still afloat otherwise 
it's just one shot per rurn> J recommend 
using salvoes, otherwise a game lasts 
forever. 

The game begins with euch player secretly 
hiding six ships in a 20 by 20 grid, these 
being a battleship, aircraft carrier, sub- 
marine, two destroyers, and a torpedo 



boat, tach type of ship is represented by a 
different shape and takes a different num- 
ber of grid positions. 

The players then take it in turns to locate 
una" sink their opponent's ships. By click- 
ing on the grid squares you mark them 
with crosses to identify them us gunfire 
targets. The squares ail start out coloured 
blue, but they change colour later to indi- 
cate whether your shots hit or missed any 
of the hidden ships. 

The screen then changes to a superb pic* 
ture of the gunner's view from the gun 
turret, showing two huge gun barrels 
pointing at your opponent's fleet. Firing 
then commences, the guns recoiling realis- 
tically as smoke and flames belch from 
their muzzles with each shot fired The 
animation of this is truly spectacular. You 
see the shells arcing away into the dis- 



tance, and if your choice of grid squares 
was correct they hit one or more of your 
opponent's ships. With each hit, a ship 
shows more and more damage until it 
finally disappears beneath the waves. 
Play then alternates between the two 
players until one of them wins by sinking 
all of his opponent's ships. He's rhen sa- 
luted by a musical fanfare und Victory 
sail-past' of his fleet. But don't blink or 
you'll miss it - it lasts for all of five 
seconds, 

I expected this game to be boring, but 
Elite have done a great job in computeris- 
ing it. It really is quite playable, and offers 
the perfect antidote to the stress caused by 
too many hours of Carrier Command! The 
kids will love it. I'm almost ashamed to 
admit it, but I do too! 
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BUGGY BOY 

Elite 
£19.95 




Reviewed by 
John Davison jnr 

Having been extremely quiet on the ST 
software front for some time now, Elite 
have recently announced and released a 
number of titles, most of which are conver- 
sions of aTcade games. Buggy Boy is one of 
these conversions, and is an excellent 
home version of the highly acclaimed 
Talto arcade machine. 
The game, for those of you who have not 
seen it before, is busicully a three dimen- 
sional racing game which is very similar 
in appearance to Pole Position. You view 
your buggy from behind and you see the 
road snaking off towards the horizon. 
There are five courses which you can race, 
North, South, East, West and the supposed- 
ly easier Offroad course. Each of these 
courses not only has the basic road layout 
of other games of this type, but there are 
also many obstacles and pieces of scenery 
around. These include trees, boulders 
which must be avoided, gates, logs which 
can be jumped over, and tree stumps and 



small rocks which will nip your car up 
onto two wheels. You will also have to 
traverse narrow causeways across rivers 
and 90 through winding tunnels. Each 
course has five sections which must each 
be completed in a given time limit. You 
can extend your time slightly by picking 
up 'time flags' along the way which will 
each add two seconds onto your next time 
limit. To collect bonus points on your way 
olong the tracks you can pick up coloured 
flags in a given order which will help 
bump up your score. 
Buggy Boy is one of those games which 
'grabs' you. Once you sit down to play, it 
is extremely difficult to stop yourself hav- 
ing 'just one more go'. I have not yet 
managed to complete all five stages of any 
one track, I've very nearly done it a num- 
ber of times but I am still eager to go back 
and have another try. This sets Buggy Boy 



MASTERS OF 
THE UNIVERSE 

Gremlin 
£19.95 



Reviewed by 
Ron Stewart 




Tor many, older, ST users perhaps the 
ultimate embarrassment could be going 
into the local computer store and asking 
for a copy of Masters of the Universe, but 
force yourself and overcome your inhibi- 
tions because there is quite a neat little 
gome here. 

The scenario is that the cosmic key to time 
travel has found itself in the hands of a 
college student on modern day earth. He 
thinks that it is a musical instrument, and 
is totally unaware that every time he plays 
the key he attracts Skeletor and his forces 
of evil. With the key in their possession 
they c an create chaos back in Etemia. 
Only you, as He-Man can stop them by 
finding the lost chords. 

You have to find your way around the city 



'a neat little game' 

and colled eight missing chords that 
activate the time key. In the streets of the 
city you will have to face Skeletons troops 
and some funny flying gizmos. Judging by 
this game the evil one has more followers 
than Michael Jackson r however, you can 
shoot or bludgeon your way past them or 
lust avoid them altogether. Finding your 
wuy about Is a little difficult until you tie 
together the compass system on the screen, 
If you are walking north and come to an 
intersection you will not continue to walk 
in that direction if you carry on. Instead 
the screen dissolves and is re-oriented by 
ninety degrees 

Finding your location and direction of 
travel is also helped by pressing the space 




apart from many other games where, after 
so many goes when you can't do certain 
bits, you probably give up. 
The graphics in Buggy Boy are truly bril- 
liant, the speed at which the finely de- 
tailed objects move by is incredible. This 
speed is not given at the expense of the 
smoothness of the graphics either. The 
screen is very colourful and it is obvious 
that a lot of work has gone into making 
this game as close to its arcade counter- 
part as possible, 

My only complaint is the sound. The 
engine in particular got on my nerves 
slightly, because when you are cruising 
along at top speed it never sounds quite 
'right', never seeming to sound quite fast 
enough 

Overall Buggy Boy is a visually impress- 
ive game with bright, colourful graphics 
and it has an extremely addictive quality. 



key which will give you an on screen map 
and your current location. This useful little 
feature is not mentioned in the instruc- 
tions. Occasionally you will be helped by 
two companions who have located a cou- 
ple of chords for you In the scrapyard 
He-Man has to face three of Skeleton most 
evil henchmen in a hand to hand tussle. 
In the music store there Is a 'Prohibition' 
style shootout where you have to guide a 
target and shoot the minions that appear 
in the windows. Finally, you will get to the 
rooftops where He-Man has to fight using 
his flying disk If you are still up and 
running then you are faced with combing 
the streets to find the remaining chords. 
Find all eight and the end of the game is 
in sight. Your final confrontation will be 
with Skeletor himself in yet another sub- 
game. 

Once you get the hang of moving and 
navigating about the city, this game 
makes good entertainment with its games 
within a game concept. 3 he graphics un- 
to a high standard but the sound effects 
could have been better. It's difficult to see 
where this game has been pitched in the 
market place. Masters of the Universe itself 
is targelted at the pre-teens, yet the con- 
trols in this game could be puzzling to 
many of them. Perhaps a little more de- 
sign thought could have made it more 
acceptable to everyone 
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BOMB DISPOSAL 

Classic Software 
£19.95 



Reviewed by 
Damon Howarth 

The advertisements for this game include 
screen shots which are not for the squeam- 
ish but the internals of the game for ex- 
ceed the garishness of the publicity. This is 
a simulation rather than a game, memor- 
ies of the TV series Danger U.X.B, flood to 
mind and it is an experience that I found 
exhilarating. 

The packaging of the game is low key 
without the garish compact disk box that 
accompanies so many games these days, 
the manual is busicully computer gener- 
ated and the whole thing looks very much 
home produced but this value of the 
game, Your object is to defuse various 
bombs each of which Is presented in the 
manual with varying degrees of informa- 
tive usefulness and it is important to study 
the manual fully before any operating be- 
gins. The graphics are superbly detailed 
with each bomb presented in {if the phrase 
is allowable in this context) exploded 
form. The cutaway pictures allow a menu 
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strip of tools to be accessed and used on 
the relevant parts of the engine of destruc- 
tion. The fact that the Ministry cannot 
differentiate between the mark of a bomb 
or on occasions even offer more than 
generic guidelines to the defusing proce- 
dure means that failure rates are high. 
Patience is the key to this game, that and 
very steady nerves since every bomb has a 
time limit once defusing begins to fail In 
any part. The explosion is loud and a 
brilliant, if gory, piece of animation fol- 
lows. The game is controlled via the mouse 
which acts as your ringers. A good mouse- 
mat is essential and some technical know- 
ledge about tools is advisable. The actual 
game play is simple although the use of 
implements is riot. In some respects a lot 
of luck is required, for example guessing 
the order of wire cutting to defuse even the 
first bomb. The classic sequence is listed in 




the book, but not all bombs are classics! 
This is possibly my main criticism us there 
is no save game facility so that after any 
failure it is back to bomb one again which 
makes progress frustrating and diffU tilt. 
There may be u lobby who would cull this 
game somewhat tasteless both in its treat- 
ment of the bomb disposal experts and of 
Life itself, I mention this not because I am 
one these people but to make those who 
might be offended aware and thus save 
them any distress. Bearing that thought in 
mind I can wholeheartedly recommend 
this game to anyone with the patience to 
try it. I do not suggest it if you are the sort 
of player who is happiest with quick fire 
arcade games and has no time for slower 
cognitive games. 

Sadly there was no Judy Geeson included 
in the package otherwise it would have 
been Just about perfect for me! 




Reviewed by 
Ron Stewart 



In general, stock market games are usual- 
ly number crunchers. They invariably only 
differ by the amount of randomness ap- 
plied to the program and the top dressing 
in the form of graphics and facilities, 
Tynesofts 'Stock Market' is no worse or 
better than most. 

The gume opens with a title screen and 
asks tor the names of up to six aspiring 
yuppies. After the preliminaries are over 
the market opens. Each pluyer takes il in 
turn to buy and sell shares. On this main 
menu screen are the names of twenty top 
companies such as Telecom, Jaguar and 
Bntish Airways. Considering this game is 
based on the London exchange, the choke 
of some of the companies is a bit strange. 
Warner Communii uu r. Muircl and 
Coca Colu are not quoted in London. After 
the company name there are six columns 



which give the previous and current prices 
of the stock, what you paid for it and how 
much profit you have made The final 
column tells you how much stock in the 
company you own, At the bottom of the 
screen are the options. 
You can, of course, buy and sell. You can 
also get a money loan, take a look at your 
assets or see on a graph how a particular 
company's shares have fured. One of the 
games biggest failings is here. Deciding on 
which share to buy is a very hit or miss 
affair. No information is given as to out- 
side influences that could affect the price 
of the shares. Tynesoft recommend keep- 
ing your share ownership down to six 
companies and they are probably right. 
The best strategy I found was to visit the 



bank and borrow as much money as I was 
allowed. If you buy shares in large 
amounts you can affect the price of the 
shares for the following players. Playing 
solitaire this is not possible. It would have 
been nice if some computer run players 
were available, but, aJas, they are not. 
After the share dealing is completed the 
computer randomly decides whether it is a 
'Bull' or 'Bear' market. From here it 
chooses which shares will rise or fall in 
price and by how much. With a view of 
the exchange floor in the background, a 
ticker tape shows any news and any com- 
panies that might be affected by that 
news. This random change in share price 
is added or subtracted to the previous ran- 
dom change. The news does not appear to 
alter how the price changes next turn. 
Dividends are also handed out and once 
again this would appear to be random. 
From here you will return to the transac- 
tion screen. 

It is a pity that the game rests so much on 
the vagaries of the computer. This simula- 
tion would have been improved treme- 
ndously If outside influences were announ- 
ced on one rum which altered share prices 
on the next. Stock Exchange definitely im- 
proves when playing with three or four 
people but there is no real interaction for 
the solo player. .Still, it makes an interest- 
ing change from scrolling shoot 'em ups! 
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THUNDERCATS 

Elite 
£19.95 



Reviewed by 
Damon Howarth 

CiOOdo!. I thought on seeing this game, 
one of my favourite TV cartoons to investi- 
gate. Trusting that its 8-bit origins would 
not be too evident I extracted the disk, 
Thunder! Thunder! Thundercats!' the cry 
of Lion-o ec hoed in my mind as I started 
to load this horizontal strolling game. 
A well drawn title screen greeted me as 
the disk busily whirred to confront me with 
a no less convincing picture of the evil 
Mum-Ra, a press of the fire button and ... 
disappointment. The background artwork 
was good but the Lion-o sprite was some- 
what anonymous and, while prepared to 
search for the Stone of Omens and the 
other Thundercats, ] had not been forewar- 
ned that the hero's fate had also been 
stolen! The aumeplay matched this initial 
reaction, technically the mechanics were 
good, the scrolling impeccable and joystick 
response positive hut the feel of the game 
is somewhat characterless and lacking in 



THE UNINVITED 

ICOM Simulations 
Mirror soft 
£24.95 



Reviewed by 
Damon Howarth 

The very title of this piece of software 
conveys the doom ridden gothic atmos- 
phere which pervades the game. Shades of 
Lovecraft, Poe and King stare down upon 
the house to which you have not been 
invited. 

The packaging, which is similar to that of 
Balance of Power, comes in the form of a 
hard barked book which doubles as disk 
holder and instruction manual The tone 
of the book is a cross between Vincent 
Price and Rocky Horror, a form of super- 
natural levity and gallows humour which 
may not endear it to those of a delicate 
disposition. I was impressed to note that 
there are instructions to optimise dual disk 
drive capabilities as the gume could be 
irritutingly full of change disk messages for 
single drive owners. 



general excitement. 
It is perhaps an unfortunate fact that 
many companies are using licence deals to 
enhance otherwise barely adequate pro- 
ducts, but this game does at least present 
an acceptable combat game, although 
without a great deal of variety in sword 
stroke or stance. The opponents appear to 
have escaped from Mum-Ra J s circus with 
midget lions and bi pedal buzzards us the 
first opponents. The object of the game, to 
delve deep into the many levels and find 
the lost magical stone and the captured 
comrades, sounds reasonable and even 
the level by level scoring system is effective 
in offering some short term goals but I 
found it less than gripping. While 1 accept 
that the batkdrops to this search are at 




The loading screens are full of foreboding 
and good doom-laden colouring. Although 
the house would seem to be the standard 
Arkham house of Lovecraft it has been 
situated by Loch Ness. Your object is to 
enter the house, find your brother, and 
phone for a taxi since, as in all good 
horror stories, your car is inoperable fol- 
lowing a crash. 

The controls to this adventure are through 
GEM, by clicking on various items you can 
move, open, examine ant) operate Ihern at 
will. It is this use of detailed GEM compati- 
ble art and menu bar commands that 
makes the game novel. In the first place 
the artwork has to be detailed since there 
is no descriptive narrative until the object 
is clicked on by the user. Some descriptions 
are hghtlv Humorous others are downright 
blood-curdling and, coupled with the use 



limes extremely impressive with some ex- 
cellent pictures of an all encompassing 
Mum-Ra in the sky, 1 do not think that 
this makes up for the unimaginative 
handling of the subject. My major critic- 
ism of the game is the extreme individual- 
try of Lion-o, The secret of Thundercats 
(the cartoon) is the fact that it relies heavi- 
ly on the team effort of the cats to over- 
come difficulties. 

Because 1 fell I was being possibly unfair I 
showed the game to a seven year old 
friend of mine, who is a Thundercats 
addict, and she wus totally underwhelmed 
by the whole affair. The one aueMion she 
as kc-d was "Where were the Thundercats?" 
then she went to watch her Lion-o video, I 
think that sums up the whole game! 



downright 
blood-curdling ' 

of sampled sound effects, an altogether 
Hammer atmosphere exudes from the 
monitor screen. 

There is an ease of 'getting' or 'dropping' 
items that t have never experienced be- 
fore, since each person, container or room 
has its own inventory window and moving 
objects is simply a matter of dragging 
ihings around and dropping them in the 
appropriate window. Ihe ability to man- 
ipulate objects on screen can give the most 
entertaining effects, try for example run- 
ning round in the wheelchair, it will even 
hang off the ceiling! This is a novel 
approach to adventures, seen earlier in a 
gome called Deju-Vu. I thoroughly ap- 
plaud the system and think it must be 
what the window system and GEM were 
written for. 

My only warning to those considering the 
purchase is that some of the graphics are 
horrific skeletal heads and zombies 
abound. There is a strong supposition that 
players are aware of the nuances of the 
supernatural and so some background 
reading is recommended to the neophyte. 

All in all a ripping good adventure with 
luughs and chills in fairly even mix. 
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ST GAMES ... ST GAMES ... ST GAMES... 



PANDORA 

Firebird 
£19.95 




Reviewed by 
John Davison jnr 

Pandora is basically an arcade adventure, 
with very colourful graphics, set on a 
spaceship. You play the part of an 'Inter- 
galactic Salvage Operator' who has boar- 
ded the two hundred year til J spacecraft 
Pandora'. Your mission is to investigate 
the craft and collect artefacts which must 
eventually be returned to Earth for 
analysis. 

The playing area is a scrolling birds-eye 
view of the large spacecraft, containing 
various rooms and characters who are 
moving about (or lying dead in some 
cases). You move your fairly large charac- 
ter around the craft using the joystick, and 
when you encounter objects or other char- 
acters you can interact with them. I- or ex- 
ample you will come across a professor 
who wants something to read. If you give 
him the Shakespeare which can be found 
elsewhere you will be presented with a 
syringe which can be given to a diabetic 



REVENGE II 

Mastertronic 
£9.95 



Reviewed by 
John Davison jnr 

Revenge II is the most recent release from 
Mastertronic, and also the first title to 
appear from Jeff M inter since the release of 
Colourspace. 

Revenge II, as you can probably guess 
from the title is a sequel to a previous 
Revenge' game, and as often happens 
with ST games this first title is not avail- 
able for our computers. Revenge II is r in 
fact the third in a series of games which 
started off with Attack of the Mutant 
Camels all those years ago on the Com- 
modore 64 and later on the 8- bit Atari 
micros, 

The story of the Mutant Camels is a long 
and complicated one, and those of you 
who know anything of Jeff Minter's sense 
of humour will have a good idea on how 
the story is made up. To find out the 
history of the beasts you must read the 



who you will also find on your travels. 
Scattered around the craft are various 
dead bodies of crew and staff. If you stand 
over these characters and press the space- 
bar you will be shown what they are car- 
rying and you can relieve the corpse of 
some objects and place them in your pock- 
ets or backpack. Useful objects which can 
be found include weapons and identifica- 
tion. The ID's are especially useful as they 
can get you in and out of various areas 
and also out of fights with guards and 
other characters (providing you are car- 
rying the right one). 

The fight scenes ure especially amusing in 
this game. For example there is one char- 
acter who is a real pain - the 'hooligan' 
who roams around abusing everything in 



story on the instruction sheet of the game, 
which is hilarious. Basically what is hap- 
pening in this episode of the 'Camels' is 
that they have been awakened from sus- 
pended animation on the dark side of the 
moon and must now help mankind again 
to drive away the attacking evil Zzyuxiun 
empire. 

Revenge 11 is a fairly typical |eff Minter 
game involving you controlling a large 
camel and the general idea is to shoot 
anything that moves, and if it doesn't 
move, you might as well shoot at it any- 
way! There are many different waves 
which can be played all having various 
different attackers. The Zzyaxians sure 
have a wild imagination when it comes to 
things hell bent on destroying you. I have 
so far been attacked by toothbrushes, 
toothpaste, credit cards, telephones and 



sight. If by any chance you happen to 
bump into him you will have to attempt to 
beat him in a fight. The fight is depicted 
in cartoon fashion with a large cloud of 
dust with fists and feet occasionally pop- 
ping out and words such as 'Biff and 
'Splat' appearing in true Batman fashion. 

The game itself is, graphically, very car- 
toon like The backgrounds and sprites are 
all very bright and colourful and reason- 
ably well animated. My main complaint 
about the graphics is the scrolling which 
could quite easily have been made better. 
The sound is not especially impressive, but 
like most games it is adequate. 

Overall Pandora is an enjoyable und 
amusing game which is quite addictive 
once you have got into it 



telephone boxes, Amiga disks, cats, casset- 
tes, cups of tea, cans of coke and glasses of 
Guinness along with many others! Each of 
these sprites is very colourful and moves 
smoothly and mostly at incredibly speed. 
To destroy the rather odd adversaries you 
ha ve a variety of weapons to choose from 
on the selection screen which appears be- 
tween waves, If on the previous levels you 
have managed to win enough credits (by 
having energy left over at the end of a 
wave) you can buy any one of a variety of 
useful defences including - shields, yoyo 
bullets which return when they hit a 
target, smart bullets and big bullets. You 
could alternatively decide to opt for 
buying an extra 'beastie' (extra life) or if 
you feel the need you can buy extra ener- 
gy for your existing camel. Once you have 
selected a weapon you can decide where 
you want to move to next by moving what 
is described as a 'selector thingie' over a 
grid. Each position on the grid contains 
different scenarios with different meanies. 
The graphics are bright and flashy and 
the horizontal scrolling perfectly smooth. 
The sound is not particularly impressive 
but passable. Overall, Revenge 11 is an 
umusing game on which to let loose any 
violent feelings but I did find that you 
have to be in the right mood to play and 
also thut I couldn't play it for extended 
periods without becoming slightly bored. 
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VIRUSES 

THERE MIGHT BE SOMETHING 

NASTY IN YOUR ST! 



Sunday, November 22nd, 1967, the telephone rang, I turned 
down the volume of my amplifier - who the hell hud the nerve 
■'■> i llIJ me ul this utterly unholy hour - and picked up the phone. 
Hardly had I put the phone to my ear when on obviously quite 
excited bloke (hi Klaus!) started talking about a phenomenon 
quite unknown to me as an ST user - computer viruses! Of course 
I had heard something about them already, since Amiga users 
all over Holland had been troubled by these computcrological 
nasties for months now. But now a computer virus also seemed 
to hove appeared on our much beloved Atari ST, or so Klaus 
stated, He even went as far as telling me that he had found 
viruses on some of my disks he had received earlier, and that 
all my disks at home would probably be infected! Since my eyes 
were already experiencing some trouble staying open, I went to 
bed and decided to examine my disks the coming morning. 
Next morning I booted up a disk monitor and I became really 
concerned. Although Klaus seemed to have exaggerated a little 
I still had over 10 infected disks! What now to do? Throw away 
the disks? One might say I started to panic a little, so I contacted 
my good friend Frank Lemmen and told him everything I had 
learned till now, Thut historical Sunday evening, we disassem- 
bled the virus and Frank made the first virus killer in Holland 
that was to be uploaded to several Bulletin Boards that same 
night 

After that, everything went very fast I phoned about everyone 
I knew and warned them thut the ultimate Armageddon for 
Atori ST users had started. The viruses hud landed! After a little 
while many newspapers, computer magazines and even the 
television started giving attention to computer viruses. Through 
the PD disk magazine h ST News" the first articles about computer 
viruses appeared in the middle of December and slowly but 
surely many a computer user was warned aguinst computer 
viruses ■ especially on the ST. Many people now became aware 
of the virus, and it turned out that this first virus had already 
spread itself to countries us far as England, Greece, New Zealand 
Denmark and the United States. But the countries where the 
virus turned out to be found the most were Holland and 
Germany. 

KNOWN VIRUSES 

During the course of many conversations I discovered that there 
was not just one virus but several and those known to date are 

as follows. 

The Signum Virus: Discovered on November 22nd 1987, after 
having received a phone call from Klaus Seligmann. This is the 
most commonly spread virus, and has been found in countries 
as far as Greece, England, New Zealand and the United Stales 
It's most evidently present in Holland and West Germany, 
however. This is the virus that was to be found on several 
original program disks*') like GfA Systemtechniks GfA Basic 3 0 
Ruch r and G-Data s GEM Retrace Recorder'. It merely copies 
itself to other disks, and then wails for a certain code to be found 
on the other disk - the second step will then 
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Richard Karsmakers, 
founder of the disk magazine 
ST News, discusses known 
viruses on the ST 



become active, which is not yet found but which might be 
dangerous! It is multiplied whenever a directory from a disk is 
read or a disk is formatted with an infected system. Rumours are 
going around lhat this- virus was developed by the people of 
Proficomp (creators of Aladin) to intercept and destroy iJJegai 
versions of their Macintosh enhancer (just rumours). The 'Sig* 
num' virus is named thus because it was said to be found on 
a Signum' (Application Systems, Heidelberg, West Germany) 
disk first. Purchasers of current copies of commercial software 
should not worry as the publishers will almost certainly have 
eradicated the problem by now. 

The Fun Virus or Mad Virus: Discovered on March 16th 1988, 
after having received a disk that Eerk Hofmeester of STRIKE- 
a-LIGHT suspected. This virus copies itself to other disks, and 
when it has done so five times, it starts doing strange things with 
the screen and the soundchip (making noise and fiipping screen, 
■ i ' ■■very time a directory is read. Quite harmless - it may only 
actually damage data present in the bootsector in the copying 
process. 

The Busted Bios Parameter Block Virus: Which I received 
from Mr. Anton Raves from Compudress in Kamcrik, Holland 
(thanks, Anton!), who discovered it. In fact, this is a slightly 
adapted version of the Signum' virus, but one which has some 
additional code (checking the ALT-key?!) written over the disk s 
format parameters. A disk that is infected by this virus is unread- 
able but can still be repaired by the Virus Destruction Utility' 
versions 3.1 and up. 

The ACA Virus: This is the fourth known boot-sector virus. This 
is the most dang erous bootsector virus I have ever seen as it 
clears the entire first track (FAT and bootsector) of a disk when 
it becomes active! It was actually sent to me by someone calling 
himself Little foe (from Sweden) and [ received it on |une Z9th, 
1986. The virus is written by a Swedish group called ACA", and 
the phone number of the virus creator is (Sweden) 0300/63.150 
(so let s all phone him - and you needn't refrain yourself from 
swearing and cursing!!). I have heard that they are working on 
a virus that will be even worse, that can infect a hard disk as 
well (which would be the first!). 



The Freeze Virus: This ln a largely adapted version of the "Mud 
Virus', which has different results and which was sent to me by 
the author of a German virus kilJer on |uly 12th As for 

as I have been able to see, this virus installs an interrupt that 
causes the system to freeze (to hang up t so that NOTHING can 
move any more) when a certain condition is true. 1 think the 
condition is thut a disk with 11 sectors per track is inserted and 
the 11th sector is read or written to. Apart from multiplying 
itself, it does not appear to touch the disk so data is quite safe 
there. 

The Screen Virus: This virus only works on German pre-blitter 
TOS machines, and is COMPLETELY HARMLESS when you don't 
have one of those machines (it even doesn't multiply itself then). 
I received it together with the Freeze Virus' from Carsten Fris- 
chkom, author of the PD vims killer 'Antibiotikum'. 



"Another virus uses the elapsed timer in the BIOS reserved memory 
area. It is totally quiet until trie system has run 3 hours. If it sees 
a non-infected disk, it spreads itself, and sets the elapsed timer back 
to 2:45. After 3:00 f it starts another timer watch. Then, at random 
intervals, it does a memory write to either the screen RAM or memory 
above the screen. It will either corrupt the screen, or cause bombs to 
appear from accessing memory above the screen area. I've discussed 
these viruses with Atari, and we've agreed to make all we have learned 
public. We feel that the virus writers already know what they are 
doing, so we need to inform the users/ 

Tarik Ahmia. chief editor ot the German computer magazine 
'68O0Oer: ST Magazine", recently told me something more about 
several other viruses that have been seen in Germany, but that 
I don't know much about yet (just like with the above viruses 
from the States): 



Milzbrand: The first known link- 
virus was 'Milzbrand', published in 
the German computer magazine 
Computer & Technik' as type-in 
listing! Author is Eckhard Krabel 
from Germany. The original virus 
checks the date stamp and when it's 
set to 1987, the disk's bootsector and 
FAT are cleared and the information 
on the disk is unreadable after that. 
In the boot sector, it writes: 'Dies ist 
ein Virus!'. Since the program was a ^^^^^^^^^^^^^^ 
type-in listing, everybody can adapt 
this virus to specific wishes. It's simply terrible! 

ViruN Construction Set; I have not yet been able to get my 
hands on this program, which allows the user to create standard 
or custom (link) viruses in a comfortable GEM environment. This 
program allows the stupidest nutcases to write a real dangerous 
virus! In the Austrian magazine 'XEST', I have been able to read 
something more about this virus. It's a link-vims that replaces 
part of the old program header by its own code. The 'Virus 
Construction Set' costs DM50, and can be ordered through Night- 
mare Software (Mr. Oliver Sturm) It was first launched on the 
1988 CeBit. 



ARC THERE MORE? 

So much for viruses discovered so far, but are there others being 
developed? In a recent issue of ST Report' I read some interesting 
stuff about viruses in the United States. This contained a report 
of a modem conference with people like David Small (Magic Sac) 
and Timothy Purves (MichtTon BBS), as well as someone called 
George Woodside who appeared to have some viruses in his 
possession that I had never heard of before. Let's quote some of 
his statements about these viruses... 

"One virus I have here is too big to fit in a boot sector. It uses the 
extra FAT sector to extend itself. That way, a virus can have 2 $K ($ 
sectors) to fit into. This one uses ROM routines, hard coded, to extend 
itself even more. 1 can't tell all that it will do, since it uses routines 
in the European ROMS It will, however, simulate hardware errors in 
an ST by illegai memory accesses after the system has been running 
for a while. It checks the system dock. With that much code space 
to piay with, the thing could do anything, including wipe a hard disk 
very quickly. It could be spread, and launched, by floppies and look 
for hard disk systems. Then, bang, you have a clean HD. You'd never 
know where it came from." 

"Another virus I've heard of, but don f have, does a slow (a few bytes 
at a time) corruption of the FATs on the floppies. You don't know it 
is corrupting your disks, until you start fuming up bad files every- 
where. That's the worst part - you never know what they will do.' 



if the reports are true 
this means that there 
may now be twenty 
viruses existing' 



"One bootsector virus checks for the 
system date. When it is 1 987, it deletes 
the FA Ts of both your floppy disks and 
your hard disk. This means that the 
data on those disks are irretrievably 
lost! It was published in the most re- 
cent issue of the German magazine 
Computer & Technik - the same maga- 
zine that also published the 'MHz- 
brand' link-virus!! There are three addi- 
tional variations of this virus, that 
^^^^^^^^^^^^^^ check your directory for files of prog- 
rams written by G-Dala, Application 
Systems and GfA Systemtechnik respectively. When found, they are 
deleted from the disk." 

"Another bootsector virus checks if there are any data files (only data 
files} present on the disk. When such is the case, these are deleted." 

"The next bootsector virus allegedly succeeds in blowing upi!!) the 
parallel port on certain machines. The probability of this being true, 
however, is very small and it sounds really weird. The condition on 
which this will happen is not known to me * 

"The lost bootsector virus I know waits for the date to become 
December 31st 1988. When this has happened, it will repeatedly 
knock the hard disk read/write head to the last track until it is 
destroyed. This may sound improbable, but it's possible to get the 
read/write head out of alignment this way on a floppy drive, too!" 

"The last two viruses I heard of are a link-virus and a substitute virus. 
The link-virus only merges itseif to '1st Word Plus' and starts random- 
ly destroying your documents. The substitute-virus modifies the prog- 
ram and makes sure the file length does not change (with link-viruses, 
file sizes become bigger). It waits until it has copied itseif seven times, 
and when this has happened it causes a system crash." 

If the above reports are true this means that there may now 
be twenty viruses existing, of which the 'Signum' virus is the 
most widely spread, This means that the virus problem is grow- 
ing rapidly; something HAS to be done to stop KM 



SOME POPULAR MYTHS 

Fortunately there are programs available that will destroy 
viruses but first let's take a look at some of the myths that have 
sprung up, 

IT WON'T HAPPEN TO ME. EVERYBODY can became the 
victim of a computer virus! This can happen through accidental- 
ly 'infected' original software (the salesman demonstrated the 
program on an infected computer system), using accidentally 
infected Public Domain software or using a disk in an 
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accidentally infected system ul a user group or at a friend's. 
Several commercial program disks in Holland turn:- already 
accidentally been supplied with a virus on them including on 
Omikron disk and GfA Basic 3 0 Buch Disk (not the actual GfA 
Basic version 3 0 disk!). So there's no bigger nonsense than to 
soy Things like that don't happen to me 

IT'S THERE FOREVER. When you turn your computer off and 
on (for about 10 seconds, just to be sure), it is IMPOSSIBLE that 
a virus is left in your computer. Some people have said that a 
virus can nest itself in a computers ROM Well, unless there's 
a way to make 5 volts convert into 20 volts by software only and 
unless it's possible to create ultraviolet radiation by a couple of 
POm, this is COMPLETE NONSENSE! And didn't we learn that 
ROM meant 'Read Only Memory', In which it is impossible to 
write? Only on machines that hove a piece of RAM memory 
permanently supplied with juice (e.g. the keyboard processor's 
RAM of the Amiga 2000 and the Atari MEGA ST), is it theoretic- 
ally possible to store a virus permanently, although the MEGA 
ST's keyboard processor (that is battery- backed) only has 128 
bytes of usable RAM. Removing and re-inserting the batteries will 
help, but don't fear, such a virus does not even exist on the ST. 

YOU CANT PROTECT YOUR DISK. Not one virus on the ST 
ran ignore the write-protect notch, so if you keep your disks 
wrlte-protected at all times, it is impossible to let them be 
infected by any virus! Unfortunately, some of the disks contain- 
ing your most valuable data (work disks, source disks, games 
thot save hlscores) are all, according to Murphy's Laws left 
un write-protected most of the time, and are thus the most vul- 
nerable, 

THROW IT AWAY. Some people, trying to sound interesting 
(like they know it all), have stated thot there is but one remedy 
for an infected disk Regardless of what il contains (e,g, a couple 
of thousand addresses of business associates or maybe all your 
program source material that only took you a couple of months 
to program), you must destroy it (throw it away, burn it, whatev- 
er). Of course, this is complete nonsense. Using a so-called Virus 
Killer' (a program that can recognise and destroy viruses), it is 
possible to restore infected disks without horming any of the 
other data present on it. 

JUST FORMAT THE DISK: Formatting a disk does not always 
help, either. Apart from the fact that all data is irrecoverably lost 
when this is done, it Is also a fact that some viruses adapt the 
'disk format' routine to their own use. The disk appears to be 
properly formatted, but is actually neatly supplied with a fresh 
copy of the virus. The only solution is, again, the 'Virus Killer'. 

SOLVING THE PROBLEMS 

So what can be done against viruses? In the first place, you 
should try to keep your disks write-protected as much as possible. 
This reduces the problem a lot, but unfortunately it still leaves 
Murphy's Laws active. The virus always strikes where it finds a 
non-write protected disk (containing your most valuable or im- 
portant data), so that's why some people have written Virus 
Killers which were already hinted at earlier There are about half 
a dozen of these virus killers in the public domain but all have 
their specific disadvantages. The first ones, written by Frank 
Lemmen from Holland, could only discover and annihilate the 
first virus. Others could only recognise executable bootsectors' 
which in only a couple percent of all cases actually indicates an 
actual virus, but there is now a virus killer that can destroy ALL 
known ST viruses * including the notorious link-virus that cannot 
be repaired by ANY ui the other virus killer programs. 

I his virus killer is the Virus Destruction Utility version 3,1, 
designed and developed m Holland but written in English to 
make sure that many people can use it - for the virus problem 
is international. This Virus Destruction Utility' does not merely 
recognize and destroy all known ST viruses while leaving all 
other (harmless) data intact, it also recognizes a majority of 
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other programs that use the boolsector so that these are not 
accidentally destroyed (examples of these packages being Fire- 
bird s Return to Genesis' and Microdeal's ST Soccer' to name two 
current releases). When such a program's boolsector already 
happens to have been destroyed by another virus killer (or 
perhaps one of the viruses itself, while multiplying itself to this 
sector), the Virus Destruction Utility also knows how to repair 
many of these. Immunizing one's disks is also possible, so that 
no boot-sector viruses are written on them any more without you 
even having to bother about keeping them write-protected 
(though this is often not possible by programs that actually use 
the boot-sector). The latter two options can save you a lot of 
trouble. And money, too. Details of how you can get the Virus 
Destruction Utility are given at the end of this article. 

FINALLY ... A CALL IO ALL LUNATICS 
MAKING VIRUSES 

There is no certainty with regard to the identity of people made 
the viruses on the ST, except for some of the link-viruses, which 
were programmed by Eckhard Krabel for Computer & Technik' 
mugazine in Germany and Nightmare Software, also in Ger- 
many and the AC A bootsector virus. Data Becker has launched 
J Das Grosse Virenbuch', a book thot explains techniques on how 
to make viruses on the MS-DOS systems - which are also applic- 
able in the ST to certain extent! Needless to say what is thought 
about such people! One thing that's sure is that all sides of the 
computer industry have joined in the struggle for survival 
ugainst the computer viruses - software companies, hobby com- 
puter users, program authors, even crackers, so if you belong to 
one of those sick and utterly mentally deranged fanatics writing 
viruses, let yourself be advised to beware! Even better, don't write 
any more viruses ■ you'll only harm other people and eventually 
you will get harmed yourself as well, * 



THE VIRUS DESTRUCTION UTILITY 

This utility has been programmed in Holland but is available 
to ST users in the UK. Copies can be obtained by transferring 
£6,95 to Barclay cheque account 80533408 in the name of 
|,P, Karsmakers Esq., Kievitstraat 50, 5702 LE Helmond, The 
Netherlands. Please specify 'Viruskiller, and don't forget to 
mention your name and address either. You will then receive 
the program mailed to your home as fast as possible. Regis- 
tered users {'Virus Destruction Utility' versions 3.0 and higher 
are NOT Public Domain and may NOT be copied freely) will 
be able to use a regular update service. They will automatic- 
ally be advised when an update is finished which they will 
then enable them to order at a reduced price (about a 50% 
discount). 

THE VIRUS DESTRUCTION UTILITY V3,l is a program 
to search and destroy viruses while leaving other data fully 
intact. Price £6,95, published by the ACC publishers of the 
PD disk magazine 'ST News'. 

The main features of the program are; 

* Recognition of virtually all software that uses the disk's 
boot sector 

* Recognition of all ST viruses known to me - both bootsec- 
tor - and link viruses 

* Option to repair previously damaged boot sector software 

* All data on your disks remains 100% intact! 

* Immunizing of disks against most known bootsector 
viruses 

* Option to repair damaged Bios Parameter Blocks 

* Automatic recognition of any hard-floppyHand RAMdisks 
attached 

* Instantaneous recognition of all known viruses already 
present in the computer system 



GFA BASIC Version 3 Interpreter 

The SuperBASIC 



This new version of GFA BASIC contains many more commands 
than its predecessor, is faster, has a much-improved editor and 
a clearer and more comprehensive manual. However, it remains 
compatible with programs produced using GFA BASIC 2. 

CHECK THIS RANGE OF FEATURES: 



Nearly 400 BASIC commands 

Fully comprehensive 512 page ring- bound manual 

Simple Full-screen Editor with fast line/page scrolling 

Syntax checking on entry of program lines 

Immediate toggle to graphics screen 

BASIC commands for Window & Menu management 

High speed graphics 

Clock display/set in Edit mode 

BASIC commands for Interrupt programming 

High speed emulation of M/C ADD, SUB, MUL, etc 

Direct insertion and deletion of array elements 

Additional high speed digit I sine & cosine 



1 Line A and AES routines as BASIC commands 
■ f Folded 1 procedure option avoids cluttered 
Specifiable storage location of variables 
( ) pt iona I Word Star-type ed it i rig facil i ty 
Commands for simultaneous sorting of two arrays 
New loop types (D(X»WHILE, LOOP ...UNTIL, etc.) 

Price £65,00 (incl. VAT) 

Upgrade from Version 2 : £40.00 (inch VAT) 




Available from your 
local dealer or, in 
case of difficulty, 
contact : 



Glentop Press Ltd 

I Bath Place 
Barnet ENS 5XE 
TeL 01 - 441 4130 
Telex: 22828 



Prospero 




Prospero C includes: 

Workbench lor easy programming 
Four- window programmer's editor 
C syntax checker 
Full ANSI C compiler 
Linker lo build PRC files 
Command line operation supported 
Librarian 

Cross reference program 



Symbolic debugger 

• Prospero C library 

• Complete GEM AES &VDI bindings 

• 1 000 pages of doc u mentation 

• Registration card for free technical 
support and user newsletter 

Prospero C is the latest language from 
Prospero Software, well known for high 
quality standards-conforming compilers used 
b> demanding programmers around the world. 
The output can be mixed with object modules 
produced by our successful Pascal and Fortran 
compilers. 

This implementation of C is a superset of the 
new ANSI specification, with no exceptions or 
restrictions. There arc no implementation 
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Full 
implementation 
of proposed 
ANSIC 
stand ard 



Ram mams Trig 4 log 
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Price includes 
source level 
debugger 



limits on code or data size, A complete OEM- 
based programmer's environment makes the 
use of the editor, compiler and other utilities 
quick and easy - it is normal to compile, link, 
and test a program and return to the workbench 
with the same windows open and the cursor at 
the same position, During syntax checking the 
compiler returns to the editor with the cursor 
positioned at the error. 

An additional library for use with the 
Motorola 6888 1 coprocessor is also available. 

Prospero C 

programmers environment 

£99,95 inc.VAT 
Introductory offer ends 
31 December 1988 

For more information and a free 
demonstration disk please contact: 

Prospero Software Ltd 
190Castdnau\ 
London SW13 9DH, England 
01-741 8531 (fax 01-748 9344} 

Prospero Software 
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Occasionally, amongst the mass of new ST releases, one prog- 
ram stands out from the rest, eventually acquiring a cult follow- 
ing and classic status. Carrier Command, with its superb blend 
of strategy and arcade action and spectacular graphics, is one 
such program. 

In essence, the game revolves around the land, sea, and air 
buttles for control of an island archipelago- You are pitched 
against an enemy (controlled by the computer) who, like you, 
has an advanced technology Carrier fully equipped for taking 
the Islands. To win you have to destroy the enemy Currier, but 
this can only be done by occupying and advancing through 
strategically important islands, and setting up supply routes to 
support your campaign. Each Carrier has a complement of 
Manta aircraft and Walrus amphibious tanks, each with a wide 
range of weapons and systems to help dispose of the opposition 
and capture the islands. 

NAVIGATE THE CARRIER 

To ocrupy an island, you first have to navigate your Carrier to 
it and anchor in the shallow water near its coast. This tun take 
up to ten minutes or so of real time, during which you have 
nothing much to do. At first this delay is annoying, but as the 
game progresses you may be glad of such breathing spaces to 
unulyse the situation map and plan your next moves. 

You then equip a Walrus with an appropriate Automatic Con- 
trol Centre Builder (ACCB), launch it, and "pilot it through the 
shallows, up the beach and drop your ACCB at a suitable spot. 
The ACCB then tukes control of the island and before your very 
eyes automatically constructs buildings and other feu lures neces- 
sary to transform the island into one of three types. These are 
Resource island, which mines raw materials: Factory island, 
which uses the raw materials to manufacture equipment and 
refine fuel for the Carrier's forces and Defence island, which 
provides defence for the urea and landing/ refuelling facilities for 
your Mania aircraft. 

You also hove a Base island, which is your starting point It's 
also initially your Stockpile island, to which weaponry, fuel, and 
other equipment manufactured by your Factory islands are Ship- 
ped. Your Currier's supplies can only be replenished from here, 
so as you progress through the archipelago you move your 
Stockpile to the other Islands to ensure you're always within cosy 
reach of LL 

Factory islands have to be fed with raw materials from Resource 
islands, und the whole lot has to be networked together to ensure 
the right supplies can get through to the right places. The enemy 
will try to cut these supply lines, so the network has to be 
defended by strategically located Defence islands. 

INTO BATTLE 

If the enemy is already on an island youll need to launch 
suitubly urmed Mantas and Wal- 
ruses to destroy his aircraft, lurid 
based defences and Command 
Centre. Alternatively, you could 
employ the Carrier's own laser 
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Carrier Command 
Rainbird 

£24.95 



weapons or guided missiles, although these are only useful 
against ground targets. With the Command Centre dealt with, 
you can send in a Walrus equipped with an ACCB to take over 
the island. 

The enemy forces can be tough nuts to crack, so you have to 
be sure you've equipped the Walrus and Manta vehicles with 
appropriate weapons from the wide range available. Get it 
wrong and they soon end up as useless, twisted wrecks. The 
Carrier itself can also come under attack and you need to deploy 
its defensive systems to combat serious threats. Should the Car- 
rier, Mantas, or Walruses get damaged (rather than destroyed) 
the Carrier's damage control system will repair them according 
to the priorities you set. 

As yo^ campaign progresses you use up fuel, ACCB's, and 
munitions (ond probably Mantas and Walruses too), so you have 
to ensure your factories produce enough replacement supplies to 
enable you to continue. You decide the relative manufacturing 
priorities of each item type - miscalculate and you'll find you're 
out of critical items when you need them most. 

While all this is going on the enemy Carrier Is also advancing, 
but starling from the opposite end of the archipelago. As you can 
imagine, there's vast scope for experimenting with different 
strategies to ensure the final outcome is in your favour. This, 
coupled with the game's arcade style battle action plus its simu- 
lation aspects, should provide lasting appeal. 

It could take a long time to complete a game, so save and 
restore facilities are provided. Also, you can skip the strategic 
phase of the game und opl to start at the point where the islands 
are alreudy occupied. This puts you into the battle action straight 
away with none of the strategic buildup, 

STUNNING GRAPHICS 

Visually, the gume is stunning, especially the remote camera' 
views you get when you assume control of the Carrier, Walrus, 
or Manta. Spectacular three-dimensional, colour filled graphics 
are used to greut effect , and the animation is fast and smooth 
and a joy to watch. I also liked the way the view changes to 
show external action in different parts of the Carrier as it 
happens, such as Manta take-off/landing and Walrus launch/ 
docking. 

Sound, although not brilliant, is quite well done - particularly 
the whine of the Mantas' engines. There's also about 45 seconds 
of digitised music at the start of the game,, A extended version 
of which is supplied on a stereo musicassette as part of the 
package. 

Control is by mouse or joystick, via a large number of icons. 
It's not always obvious what the icons mean and it took several 
hours of practice before I really got the hang of things. It's NOT 
a game you can sit down and play immediately. 

Overall, Carrier Command is a knockout and is bound to 
become a classic on the ST. It's one of those programs that 

should be in everyone's software col- 
lection, so put it on your shopping 
list immediately. You won t be dis- 
appointed if you like games with 
long lasting appeal 



FONTZ! 

published by Neocept 
Reviewed by Matthew Jones 

Gould this £>e the font utility ST programmers 

have been waiting for? 
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Some time ago, I reviewed the JackFont 
font editor by Vogler, and gave It. a 
thumbs up as a good font editor and be- 
cause it was the only program around lo 
do the job. Fontz!, from Neocept (formerly 
Neotron), is now available, and is very hot 
competition, tn nearly every respect Fontz! 
is better than lackFont. 

The purpose of Fontz! is to allow you to 
edit fonts for use with GDOS. GDOS Is a 
small program which GEM needs to dis- 
play alternative fonts, and is used by more 
and more programs now for font support 
(including Easy Draw. Superbase, and 
Wordup). Fontz! allows the creation of en- 
tirely new fonts, the editing of existing 
fonts, and the conversion of existing fonts 
to new sizes. It also allows you to convert 
fonts of non-GEM format to GDOS fonts. 

Fontz! comes in a colourful box, and 
includes an 86 page booklet style manual, 
which is packed with relevant informa- 
tion. It includes an introduction to the 
program, and then swings straight into 
how to load the different fonts formats 
that it can handle. Fontz! can read fonts 
in the following formats - GEM, Hippo 
Word, Macintosh, Amiga and Degas. By 
being able to read each of these font types, 
Neocept hope that the number of fonts for 
the Atari will increase rapidly (watch out 
for copyright though). Fontz? can save in 
either GEM format or Pointworks format 



(very similar to GEM). As well as the op- 
tions in the menus, and the operation of 
the program in general, the manual in- 
cludes a large amount of information and 
advice on various aspects of converting 
and using fonts, including material such 
as the font file naming conventions. 

In use, the program displays two win- 
dows, and a large menu bar. The top win 
dow displays a range of the characters in 
the font in a single line, and can be scrol- 
led to view and select them for editing. The 
lower window is used for actually editing 
the character, The left button of the mouse 
sets a pixel the right clears it, All sorts of 
alterations cun be done to the character 
being edited. You can flip it horizontally or 
vertically, rotate, shift, invert, fill, clear, 
and add or delete a column of pixels. 
Nothing special? How about line draw, 
box draw, Filled box, two circles and one 
arc, with circle Tilt and pie slice versions? 
Vou can cut, copy, paste and merge char- 
acters and blocks (ureas of the characters). 
The tools for editing the individual char- 
acters are very powerful (and useful when 
dealing with laser fonts), but Fontz! also 
allows editing of all the usual GEM font 
attributes, such as the ascent line, id num- 
ber, point size, light mask, etc. It also 
(safely) adds more information to the 
header, in the form of device specific infor- 
mation, so that it can determine point size 



errors. In addition Lo these basic capabili- 
ties, Fontz! will scale fonts to different 
sizes, devices and by a percentage. It some- 
times takes a while, but it works well. Even 
the fact that a really large font is too big 
to fit in the edit window is not a problem, 
either scroll, or select the option to reduce 
the scale, and you're in business again. 
Another option allows you to view the 
settings of the font lines (ascent etc). You 
can also get a list of the resolutions of the 
current GDOS devices. The option that is 
missing is the ability to view a version of 
the font with a special effect active, like 
skew. 

If you are using GDOS with any program, 
then this is an ideal companion. Be war- 
ned that creating a new font from scratch 
is very time consuming, and not easy, but 
with the ability of Fontz! to load fonts from 
other systems, and then convert them to 
other sizes and devices (like your printer), 
this could be an easy way to get more 
variety in your documents. The manual 
also contains a lot of good information, 
and makes Fontz! a program for every 
programmers library. 



Fontz! costs £24.95, and is marketed in the 
UK by HB Marketing Ltd, Brooklyn House, 22 
The Green, West Drayton, Middlesex. UB7 
7PQ, Teiepnone 0895 444433 
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ATARI ST BASED SYSTEMS 




MEGA ST 2 + MOUSE phone 

The Mcgi ST 2 is a 2 Megabyte Machine with Blittcr chip. 1 Meg Internal 
Drive and Mouse. 

MEGA ST 2 DTP PACKAGE phone 
This Package Contains:- 
MEGA. ST 2+ MOUSE 
SLM 804 LASER PRINTHR 
ADDITIONAL 3.5" FLOPPY DRIVE 
SM 124 MONOCHROME MONITOR 
FLEET STREET PUBLISHER. 

MEGA ST 4+MOUSE phone 

The Mega ST 4 is a 4 Megabyte Machine with Blittcr chip, 1 Meg Internal 
Drive and Mouse. 

MEGA ST 4 DTP PACKAGE phone 
This Package Contains: - 

MEGA ST 4+MOUSE 

SLM 804 LASER PRINTER 

MEGA FILE 20 MEGABYTE HARD DRIVE 

SM 124 MONOCHROME MONITOR 

FLEET STREET PUBLISHER 

1040 STF+ M GDU L ATOR £499 
520 STM PACKAGE £399 
This Package Contains: - 
520 5TM+ MOUSE 
1 MEG DRIVE 
SM 124 MONO MONITOR 
1ST WORD+SPELLCHECKER 

We Stock a wide range of Business software for the ST systems it 
competitive prices including package* covering 

Desktop Punishing, Document Processing. Word Processing, Database 

Applications, Accounting, Spreadsheets, PC Emulation. 

Our Service department can upgrade a MEGA 2 to a MEGA 4 -The DTP 

Packages arc covered fey a 1 2 Month On Site Warranty. 

If you require advice on which system is best for you then pteasc Phone or 

Wrile to us with the specification you require and we will find out if we 

have 1 he system to fill your needs. Lot our staff do the research .With no 

obligation to buy you cant lose. 

IF YOU DONT SEE WHAT YOU REQUIRE IN THIS AD" THEN 
PLEASE PHONE. 



UPGRADES 



1 Mg STM (fitted) £105 

1 Mg STPM (kit) . . .£90 

STFM fitting service , . .£ IS 

If purchased with Hardware then deduct £5 from total. 
Our Atari trained engineers will repair all hardware In 
minimum time at compctclivc ratios. 



ATARI PC BASED SYSTEMS 



PCIs and PC2*s phone 
PC3DD £747.49 
The PC3 is an IBM XT compatible which comes with 
640K, an internal clock, and internal expansion ports as 
standard with a variety of options including Single 5,25" 
Drive option. Double 5.25™ Drive option, 30 Meg Hard 
Drive option. 

We also stock a range of software to compliment the PC's. 



HAWK SCANNER 



The Hawk Scanner is an 
excellent quality flat bed 
Scanner, Photo Copier, Line 
Printer, Screen Dumper and 
with suitable modem a Pax 
Machine. This Incredible 
piece of hardware is an 
Indispensable item in the 
cost conscious computerised 
office 

Hawk Scanner £1250 



TEXT RECOGNITION 



Wc have recently received 
AUGUR soft ware which in 
eon junction with the Hawk 
Scanner can recognise scan- 
ned text. This software is 
excellent and adds another 
dimension to the ST as a 
serious business machine. 
Augur Cartridge 1999 
Signum document 
processo r £ 1 84 




HWfflJWJtM'ltMlk 

We are offering Curnana ] Megabyte second drives for the 
SFs at an incredible price of £104,99. 
Wc also have Cum ana 1 Megabyte second drives for the 
Amiga at just £97,99. 

1/2 Megabyte Atari SP354 second drives for only £69.99 
while stocks last. These are Quality Drives at a bargain price 
which includes power supply units. (Cumanas have internal 
power supplies). 



HARD DISKS 



Atari 


20mg 


£499 


Supra 


20mg 


£499 


Supra 


30mg 


£580 


Triangle 


20m g 


£499 


Triangle 


40m g 


£699 


DUST COVKRS 


Computers 




£3.99 


Monitors 




£4,99 


Disk Drives 




£2.99 


Hard Disks 




£4.99 


Printers 




f7.99 



PRINTERS 



Star LC10 
Star LC10 Colour 
Citizen 120D 
NEC 2200 
Epson LQ500 
Star IX 24/10 
Epson LQS00 
Gachcn Daisy wheel 
Atari SLMS04 Laser £1299 
All printers come complete 
with cables etc. 



£255 
£320 
£160 
£429 
£429 
£429 
£570 
£170 



3.5" x40 box. 
3.5" xSO box. 
5,25" *40box. 
5.25" xSObox. 
Mouse Mats_ . 
Printer stand. . 
Joysticks. . . , 
Clock Card. . 
Wc also Stock 



ACCESSORIES 



.£9.99 Mouse Master switch 

. £14,99 box, .£24.95 

.£9.99 Micro Stuffcr Printer 

. £14.99 Buffer. .£59.99 

,£5.95-£6.95 WS4000 Modem. .£169.99 

. £9,99 Centronics Cable £19,99 

£7,99£9.99 RS232 Cable. . . . ,£14.99 

£22.95 SCART Cable. . . + £ 14,99 
various printer ribbons and paper. 



SPECIAL OFFER 520 PACKS 

■fflhas iposlk <mebmm m BHffaJL 1L S£o^p%4i 

libtitaiafi Mjdi:^ iti&L&s &r:& ©waff S^J®B3 

ssmm wlds smssss 



A 

ATARI 

THE LEADING NORTH WEST 
SPECIALIST ATARI DEALER 



DEALER 
ENQUIRIES 
WELCOME 




ADBROKE 
OMPUTING 

tHTEPNATtGNA I 



33 Oomkirk Road, 
Piston. Lanes „ PR1 2QP. 
Tfil f0772) 21474 fl line) 
(0772} 203 166 (5 lrr>e>| 
Bul/Boani (0772) 2 7736 
6. 00pm to 9,00pm 




PERIPHERALS 



Pro Draw Tablet 
CRP Tablets 

External Modulator for 
1G40STF 

SCI 224 CoL Monitor 
Philip* S333 Col Mon. 
Phillips 8852 Col Mon, 
SMI 24 Mono Monitor 
TV's and others 



A4 
A3 



phone 

£414 

£818 

£5499 

£375 

£285 

£299 

£139 

phone 



COMMA DORE AMIGA SPECIAL OFFER 
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MUSIC SOFTWARE^ 



Wc stock Musk Software Tor the STs including the excellent 
Steinberg Pro 24 sequencing software, Easy track plus. 
Superconductor, etcThis range is Suitable for both Hobbyist 
and Froffcsional applications. 



Any of above screens bought with a computer, deduct £10 



MAGNETIC MEDIA 



10 


• . .£14 




£6.50 


10+box 


.£15,50 




£8,00 


100+box 


. „ £140 


_ 


£70 




High Quality VHS Video 





£*ch £2,99 For 4 , £11,40 

For 2 £5.80 For 10 £26.00 

All 3S m Disks arc Top Quality SONY products and are 
covered by an unconditional lifetime guarantee. 
We also stock a full range of quality P/D ST Software at 
£3.99 per Disk(discounts for Software club members). 
Send S.A.IL for catalogue 



IMAGE SCANNER 



IMAGE SCANNER £89 
The Image Scanner is a low cost alternative for digitising 
which plugs into the cartridge port and atactics to your 
Printer head. Scans graphics & large text. 



QUICK LIST PLUS . MASTER MAT, PICSTRIP £12 



Quick list plus is a Directory Database Compiler. Master mat 
is a customised format and copy protect programme. 
Picstrip is a full screen picture manipulator which Supports 
CPA, FAST, H1SOFT TURBO and ST BASIC* Compatible 
with DEGAS, NEOCHROME and AB ANIMATOR. Crab 
all or part of a picture in all resolutions. 
These three programs arc offered on the same disk 



AB ANIMATOR £14.99 



Animated Graphics Tool for the ST. Supports GFA 
and FAST Basks. Compatible with DEGAS 
and NEOCHROME Files, Full Facilities such as Draw, 
Fill, Grid Copy etc Includes FREE basic routines 
and demo progs. 



SPELL AND ADD WITH OSCAR 
£12.99 EACH 



Spell teaches keyboard skills, spelling and motor coordina- 
tion while Add teaches addition, subtraction* multiplication 
and division. 



LAOBROKR COMPUTING SOFTWAKK CUJB 



Forget bargain hunting let Udbrokc Computing do the hunting for you. For an annual membership fee of just £15 wc 
will GUARANTEE a saving to you the member or 15% off MRRrXmembers only). Wc will also keep you up to dale 
on new releases in the Software and Hardware worlds and of any special offers „ up to 60% reductions , in the future. 
Club members will receive first class service as all orders will be despatched immediately on release by first class post 
to be with them as soon as possible. A free disc magazine is offered monthly to software club members. 
Phone for Application form or write to address below. 



TO ORDER Simply send, or phone your order, stating full name, address, VISA or ACCESS No's, Cheque or Money 
Order. 

Make payable to : L ADBROKE COMPUTING INTERNATIONAL. SEND SAE FOR FULL CATOLOGUE. 

Our mail order dept. gives the same excellent service to our customers as our premises at the above address has done 

for the past 8 years. All Software/Hardware has been tested prior to delivery thus ensuring that customers receive working 

hems and the frustration of returning faulty goods is now a thing of the past. 

This kind of quality service docs cost a little more but in the long run it is far cheaper* 

All prices fully inclusive of VAT, Delivery, there arc NO hidden extras. WYSIWYG. 

For next day delivery add £3. Prices correct at time of going to press and are subject to change without prior notice. 
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JIM CANT FIX IT! 

Many thanks for publishing tin 
excellent magazine, I think it is 
by far the best Atari-dedicated 
magazine on the market. I have 
a problem with a 1 30XE which [ 
think you could help with. I 
hove for a while had problems 
loading from cassette or disk to 
my XE. It was a hit or miss affair 
for o while and then, one day, it 
went completely. All I got was 
device timeouts ot the self-test 
screen when attempting to boot- 
up (it sail outputs to cassette, 
disk and printer). This caused a 
large sense of humour failure as 
I use my machine o lot and 
there it was broken! 1 took it 
along to my local (German) 
stockist who scratched his head 
for a while and advised me to 
buy a new one, which I did (or 
rather the wife did - bless her!). 
Anyway, I spoke to some more 
Atarians from the 'BFG Atari 
Users Group' (plug-plug!) and 
one said H if you write to Page 6 
one of their experts will give you 
a clue, and I'll fix it". So if you 
could help Til be very grateful. 

Cpl. V. Busby 
Germany 

Dunno. There's an honest answer 
for you. I have not come across this 
type of problem before. Usually 
problems in loading, if you can still 
save, are attributable to the disk or 
cassette itself but in your case it 



must be the computer or it could be 
something as simple as a faulty I/O 
lead. If you have checked thai all 
the connections on the I/O cable 
ate good then it sounds us if it 
could be a fault in the POKEY chp 
and the only suggestion is to 
replace it, if you know what you are 
doing and can find another one. II 
may be worth just opening up the 
computer and pushing gently on all 
the chips to ensure that they have 
not worked loose. You would be 
surprised what miracles this can 
sometimes achieve! If any reader 
can throw more light on the 
problem I will happily pass the 
information on. 



BEGINNING WITH A 
WORD PROCESSOR 

Having read several comments 
in your excellent magazine 1 
bought at the Atari show, your 
P. D. disk D5#S Textpro, and now 
have a very good word proces- 
sing system - SOOXL, 1050 Drive 
and 1027 Printer. Textpro is very 
good as far as 1 can tell, never 
having used word processing 
bf fore, which brings me to the 
point, the documentation whilst 
verbose is not really that helpful 
to people like me who know 
nothing about word processors. 
Full of tips/or hackers on how to 
alter the program it does not 
have any form of tutorial at all, 
I have found many things by 



accidentally pressing the wrong 
key which sent me on a voyage 
of discovery. Would it be possible 
for you to run a tutorial on 
Textpro as you are doing for the 
wonderful Turbo Basic, There 
must be many like me who hove 
bought it as a first word proces- 
sor to test the water and need 
your guiding hand. 

P.J, Smith 

Is there an interest for this sort of 
article? That is one of the things we 
are trying to find out with the 
survey this issue. To me Textpro is 
very easy to use by just pressing the 
HELP key and taking it from there 
but f can see that someone who 
has not used a word processor 
before might find any such prog- 
ram daunting and the better the 
program the more confusing it 
gets! Unfortunately this type of 
problem can 't be answered in a 
letters column through lack of 
space r but here's an opening for 
anyone who wants to write an 
article. Mow do you use word 
processors in general? What sort of 
things can they or can't they do? 
How about an example of com* 
psoing a letter or other docurnfiet 
and then giving a step by step 
guide on how you would go about 
getting it into shape for print \nq? 
There are several intersting areas in 
word processing and a well written 
article tor the beginner to word 
processing would help a lot of other 
owners out. 




TURBO BASIC 

Please could you answer a few 
questions I have about TURBO 
BASIC? 1 should think that any- 
one with a disk drive would 
know about the AUTORUN.SYS 
created file which In turn loads 
and runs a Basic program. Well, 
can this be achieved using 
TURBO BASIC? Since the TURBO 
BASIC program itself adopts the 
AUTORUN.SYS filename, does 
the program, once loaded, look 
for another filename to indicate 
autoboot, such as AUTO RUN 
•TUR or something? When nin- 
ning a compiled program are 
you cut off from BASIC, etc? If 
so can you re-enable it? Can you 
run other compiled programs 
without returning to the 'DOS- 
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r Run oder Load: h prompt? Can 
you RUN any program? Can 
you BLOAD, BRUN, DIR. P OPEN 
files, LIST or ENTER? Is there any 
decent literature on Mapping 
Turbo or on DE RE ATARI Turbo 
or even an XL/XE TURBO Hand- 
book? Is that small 'guide', the 
bit of A5, all you can get? 
Thanks a lot for taking the time 
to read this somewhat larger 
than usual letter, I know they 
are rarely printed, especially 
handwritten and full of spelling 
mistakes. I'd be very grateful for 
any help and I'm sure a lot of 
other people would benefit too. 

Michael Davies 
Aborgovenny 



Unfortunately, as with many public 
domain programs, documentation 
on Turbo Basic is sparse and the 
atocumenraffon you have is the only 
guide available in English. There 
are a few articles in German and 
they may or may not give you the 
answers you need. As you know we 
have a regular Turbo Basic column 
and I would gladly give over the 
page to anyone who could write a 
tutorial on Turbo Basic, perhaps 
covering some of the points you 
have raised. There are now 
thousands of users of Turbo Basic 
and someone must have discovered 
some secrets that they are not 
sharing, so how about getting out 
the word processor and throwing a 
hit of light on things? 



CASSETTE LOADING 
PROBLEMS 

Just after Christmas I obtained 
an Atari 65XE and an XC12 
cassette unit. Since then I have 
obtained many games for it but 
1 have been having difficulty 
loading them. I follow all the 
instructions on the card with the 
gome and it still doesn't load. 
On my computer there is a built 
in self-test which runs tests on 
the memory, the keyboard and 
the audio-visual. When I'm 
loading games I always run the 
memory test, it is all working 
O.K. So then 1 load the game 
following the instructions and 
when It gets to about 30-40 on 
the tape counter the screen goes 
into self- test mode and the mem- 
ory lest flashes, so I run the test 
and it is perfectly O.K. Could 
you please tell me what it is that 
keeps making the computer go 
into this mode? If you can, could 
you please tell me a remedy? 

S. | Jerry 
Walsall 

It is extremely unlikely that there is 
anything wrong with the computer 
itself It sounds very much as 
though you have a recorder with 
the heads slightly out of line which 
Is a fairly common problem. The 
heads can be realigned with spe- 
cialist test equipment but this is 
generally only a job for a qualified 
Atari repairer. Your best bet is to 
take it back to the shop and ask 
them to exchange or repair it. If 
the heads are out of line then you 
should be able to CSAVl and 
CLOAD your own programs, but 
have difficulty in loading programs 
written and saved on other 
machines. Try writing a simple 
BASIC program and CSAVING it. If 
you can load it back in, and you 
still can't load your commercial 
games, the heads are almost cer- 
tainly the problem. 



WHERE ARE THE 
SHOPS? 

This is my third time writing to 
you, I know you must get a lot 
ot letters but could you please 
print this one? 1 have a question 
- just how many Atari shops are 
there in Dublin? We are also 
interested in computing here. I 
get my hardware from the only 
outlet I know - Peats, but 1 



would like to know that there 
ore more outlets in Dublin even 
if Atari were to open a new one 
for our area it would be a help! 
P.5. Please thank Paul Lay for 
the brilliant machine code game 
in Issue 33. 

Michael Thornton 
Dublin 

A* far as I am aware, you have 
found the Atari shop in Dublin and 
you should not be too disappointed, 
at least you do have a shop 
supporting Atari unlike thousands 
of owners over here - you should try 
to find a shop in Central London! 
Unfortunately (pad Atari retailers 
are few and far between and 
always have been. Those such as 
Peats can be counted an your 
fingers, just be thankful, patronise 
the shop, and commiserate with 
those less fortunate' 



WHERE IS THE 
HARDWARE? 

In the past many people have 
written and complained about 
the lack of software in the shops. 
Well founded I agree but there is 
a more wonying aspect to this - 
hardware invisibility! I recently 
wanted to purchase a 130XE 
after my 800XL suddenly died. 
No problem I thought, there's 
the Silicon Centre in Edinburgh 
less than 30 miles away, and 
they're specialists. Wrong! 
They're specialist alright but for 
16-bit only. Put off more than a 
little I continued my search after 
looking at your Resource File. 
Livingston Computer Centre was 
the next closest. No luck. 1 tried 
laskeys, Currys, Dixons, the 'yel- 
low pages'. 15 phone calls later, 
mail order was the only option, 
until I got the phone number for 
a second hand machine. 
If this is the 'boom' of Atari it 
must have been impossible be- 
fore. How can anyone expert 
software for an invisible 
machine? Don't expect help 
from some stores, one of them 
when asked 'do you stock the 
Atari 130XE?', responded 
J Maybe, what is it?'. Next time 
you are looking for software, 
look for a blank bit on the 
shelves. That's the Atari section - 
invisible software for the invisi- 
ble machine!! 

RX.GoodfeUow 
Dunbar 



1020 PRINTER 
SUPPLIES 

[ would like to take this 
opportunity to say what a great 
issue No. 3 3 was. I've only read 
issues from late 1986 but [ can 
certainly say that this is the best 
I've read so far. I thought that 
Dave T's Disco was EXCELLENT. 
I've listened to lots of music 
played in VBI's. but I've never 
heard anything like this before. 
When I ran the program [ 
nearly fell off my chair!! [ was so 
amazed that I went and grabbed 
my brother (a Spectrum owner!) 
and told him to come and listen 
to some amazing music. He 
gave a grin, and looked into the 
data recorder to try and find the 
tape I was playing it off! When 
he found no tape his face went 
blank, and said "well ifs not 
bad" - typical Spectrum owner! 
The section on printers was very 
interesting, but 1 would just like 
to mention what you said about 
the 1020 printer. I own a 1020 
and it is a good little printer. 
You said that printer paper and 
pens are hard to get hold of, but 
[Ve never had any difficulty. 
Paper is available from Silica 
Shop at £2.95 for two long rolls 
(order CXA 4207). Pens are also 
available from Silica (it £4,9.5 for 
4. You can either have 4 black 
(order CXA 4206), or 4 rainbow - 
red, green r blue and black - 
(order CXA 4204) Tandy also 
sell pens (in 3 packs), but I can't 
seem to find them listed. I hope 
this will save people being put 
off buying a 1020 

Dean Garraghty 
Doncaster 



DOES THE EPSON 
DUMP WORK? 

the issue of compatibility rears 
its ugly head again in Issue 32, 
this time between printers, I refer 
to the Graph Maker listing, I 
have an Epson RX80 printer, so I 
LOADed the program and EN- 
TERed listing 2 for Epson com- 
patibles,, all I got from my 
printer was rubbish. If I did it 
right, does thai mean that it will 
only work on a compatible 
printer and not the real thing? 
That aside, keep up the good 
work with the magazine, I sub- 
scribe to the other two pure Atari 
magazines that you can get in 
England, and Page 6 is far better 



that both the others put 
together. 

R.Joyce 

Gainsborough 
Lines 

/ hooked up on Epson RX100 
(same model with a wider car- 
nage), loaded up the Graph Maker 
listing, f-.N1t.tied fisting 2. pre- 
pared a graph and all I got from 
the printer was ... a screen dump of 
Graphics 8! it wasn't exactty the 
best screen dump 1 have ever seen 
but it was perfectly recognisable 
and it does work. This is another of 
those mysteries, as several other 
readers have had the same prob- 
lem and i can't figure out why it 
should work on our system and not 
on yours. Having said that, you 
would probably be better advised to 
try and find an alternative screen 
dump routine, tor whilst this one 
does work, it is not exactly of the 
highest quality, I had not seen it 
before, having been assured by 
someone else that it did work, and 
now wish we hadn't put it in! Sorry 
about that some of them slip 
tiwoughl 



USING THE NEW ST 
BASIC 

I am writing with reference to 
the article you printed on ST 
graphics titled J ST Secrets'. This 
article was of a very high stan- 
dard as were most of the other 
articles printed in your March/ 
April Issue, However, you did 
omit one thing, in the ST Secrets 
section, you did cope with 
'CY Assembly Language' and ST 
BASIC, the problem is that Atari 
are now issuing a program 
called 'Enhanced ST Basic", 
which is almost entirely com- 
patible with the old ST BASIC - 
almost. The new version omits 
certain commands such as J DEF 
SEG ', which has been replaced 
with other commands, the 'Atari 
ST Basic Quick Reference Guide" 
tells us that any programs using 
the 'DEF SEG' command must be 



HOW MANY N's IN 5k? 

1 was interested to read the 
letter from K. Crocker about the 
extraneous N's in the WHIST 
listing. Setting up variables in- 
stead of numbers does save 
memory although it may seem 
contradictory to make a prog- 
ram longer by using variables 
in order to save memory. 
Although it does initially take 
extra memory depending on the 
length of the name, thereafter 
each time a name is used it 
lakes only 1 byte regardless of 
the length of name. Besides 
saving memory you have an 
added bonus in saving disk 
space. The extra 5K which would 
have been used in WHIM, had 1 
not used the N's, would have 
taken an extra 40 sectors on 
disk! So it is worth using these 
variables even on shorter prog- 
rams. Some of my programs are 
so Long [ really do run out of 
memory, so 1 have to make use 
of memory saving devices. 

KLHowarth 
Preston 



re-written r 1 would be much 
obliged if you could put myself 
and all other new STFM owners 
out of our misery and tell us 
what we should replace this 
command with, and how we 
should re-write your graphics 
program, which when ran with 
the old basic is very impressive. 
This is a cry for help, I have 
discovered that most magazines 
do not cater for the needs of the 
new owner using enhanced 
basic, maybe your magazine 
could prove itself better than the 
res! once again by helping out 
the new owners and telling us 
how to adapt programs listed in 
old ST BASIC. 

□avid J. O'Neill 
N. Ireland 

Yet another chance for someone to 
write a short article! 



Why not write to Readers Write 
to air your views on Atari or ask 
us for advice? Drop us a Hne to 

Readers Write, PAGE 6, 
P.O. Box 54, Stafford, ST16 1DR 
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THE SURVEY 



Your chance play a part in the future of PAGE 6 by telling us what you would like to see in future issues 

alternatively 

your chance to WIN TEN BLANK DISKS IN A BOX for the price of a stamp and ticking a few boxes] 
(ten IWms w ill he drawn and there will therefore be TEN lucky winners) 

Firstly, an apology for wasting a page of the magazine, but sometimes 
these things need to be done and, besides, some people lite reading these 
things and ticking all those little boxes. Please take a little time and fill in 
the survey so that we have a clearer Idea of what we need to do in the 
future to keep you happy - PAGE 6 may be your only lifeline 1" your Atari, 
especially if you are an 8-bit user, so a little time now will ensure your 
continued en|oyment. 

You may photocopy the form or copy out the questions or even commit 
the ultimate sacrilege and rip the page out of the magazine (hove yuu 
read what's on the back yet?). 

Pl*au Mild the form back to PAGE *. P.O\ BOX 54, STAFFORD, 
ST16 I DR. 



6. Would you like to see a regular top twenty chart or 
something similar? 



□ Yes 



□ No 



7. Some pro pit- are quite happy that PAGE 6 covers both 
S-btt and ST but others are not. What would you like 
to see/ 

More Less None 



8-bit 
ST 



□ 
□ 



□ 
□ 



□ 

□ 



1. What system do you have? 

□ 8-bit disk based 

□ 8-bit cassette based 

□ ST 



2. Of the following features would you like to see more 
or Less or have wr got it about right? 



8. Do you read both sections of the magazine even if you 
only own one machine? 



□ Yes 



□ No 



9. Would you like more details of Items from the PAGE 6 
ACCESSORY SHOP mentioned in the magazine (such 
as reviews of specific items)? 





More 


Less 


Same 


News 


□ 


□ 


□ 


Letters 






□ 


Type-in Games 


□ 


□ 


□ 


Type-in Utilities 


□ 


□ 


□ 


Short type-in demos 


□ 


□ 


□ 


Hardware reviews 


□ 


□ 


□ 


Adventure column 


□ 


□ 


□ 


Games reviews 


□ 


□ 


□ 


4 Serious' reviews 


□ 


□ 


□ 


Programming articles 


□ 


□ 


□ 


Tutorials 


□ 


□ 


□ 


Hardware projects 


□ 


[ ] 


□ 


Turbo Basic 


□ 


□ 


□ 


Interviews 




□ 


□ 


First Steps 


□ 


□ 


□ 


Contact 


□ 


□ 


□ 



□ Yes 



□ No 



3< Given the problems of space in the magazine and the 
length of some programs would you like to see less 
type-in listings actually in the magazine and more 
available on disk only with the documentation in the 



10. Would you be interested In a regular column review- 
ing or reporting public domain software? 

□ Yes □ No 

11. If you are not a subscriber can you tell us why? 

□ I do subscribe (have a pat on the head and skip 

to the next question) 

□ I fust like the thrill of buying a copy in the shops 
. ; I don't buy every copy 

□ I prefer not to pay in advance 

12. If you don't subscribe, would a money-saving special 
offer tempt yon? 

□ Quite likely 

□ Depends what it Is 

□ Not really, if I made up my mind tr> tuhscribe I 

would anyway 

13. How many people read your copy of PAGE 6? 



□ Keep most listings in the magazine 

□ Take listings out and put them on disk only 



4. What specific things would you like to see featured in 
future articles? 



14+ Would you like to see a survey like this in EVERY 
issue of PAGE 6? 



□ Definitely not! (Only 



allowed) 



We don't really need your name and address but if you wont lo 
be in with a chance of winning 10 FREE DISKS yon hod better put 
your name and address below. 



Namu 



5, Given the current scarcity of new releases for the 8-bit 
what specific items of older software would you like 
to see reviewed in future issues? 



Address 



What sort of disks would you like? (If your form is drawn out of 
the hat, that is) 



□ Big block ones 



□ Little blue ones 



Thank you for taking time to fill this in, it is much 
appreciated, 
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RESOURCE FILE 



The Resource file Is a service provided 
by PAGE 6 to help Marl owners find 
sources of Information, help and sup- 
ply. An entry In this feature does not 
necessarily Imply any endorsement by 
PAGE 6. The retailers shown are those 
who are known to huvr Mjppurittl 
Atari for wnw lime but things change 
and reader* are advised to check far 
themselves to ensure that the Infor- 
mation Is still current. We would ask 
any readers who find LnforrTujlmn m 
Itr iridi i urulc i>r nut c.1 <ki\<- In h-r us 
i-mtv. «) rhoi un I'ntry- moy be amen- 
ded or deleted. 



RETAILERS 



ATARI WORLD 
IS f i" n n Street 
Manchester 
Mi 3DU 

Trl, I &34 4941 

BRIGHTON COMPUTER EXCHANGE 

2, Ann Street 

Brighton 

BUT 4GP 

M. flOft 686650 

CH IPS 

Rugby R(ku1 
Worthing 

5NE 



ffuwpun.H adve Nirum wom.n 

Bank Buildings 

1 A. t'h-unny ( re-.-, 

Birkenhead 

L41 6£r 

Tel. 051 666 1132 

COMPUTER CAVERN 

2 1 , Harris Arcade 

Rvtiding 

Berks. 

nr. i in\ 

Tel. 0734 474768 

COMPUTER CENTRE 
174, High Street 
Horn i rmn h 
Essex 

leL. 0402* 7561 3 

GAMER 

71 East Street 

Brighton 

Sussex 

BNl iHCl 

Tel. 0273 728681 

c;ijis<;ow compu i i h c kn int. 

Virginia Galleries 

33 Virginia Street 

Glasgow 

c;i ill. 

Tel. 041 552 1522 

HI-FI WESTERN LTD. 
52, Cambrian Road 
Newport 
Gwent 

Tel. 0633 62790 



INTOTO 

L Heathcoat Street 

Hockley 

Notts. 

NG1 3Af 

Tel. 0602 410987 

JENNINGS STORES 

244 - 248, Hertford Road 

tnfield 

MUJbc 

I el. 01 H04 1767 

LAD BROKE COMPUTING LTD. 

33. Gimskirk Rodd 

Preston 

I urn v 

PR1 2QP 

Tel. 0772 21474 

LIVINGSTON COMPUTER CENTRE 
17, Ihr Mull 

CraLgshlll Shopping Centre 
[ jvinuMun 
West Lothian 
Tel. 0506 3697B 

MICRO TRONICS 
27a.. Market Street 
Tamworth 
Staffs 

Tel. 0827 51480 

ONE STEP BEYOND LTD. 

1 la, Castle Meadow 

Norwich 

NR1 3DG 

Tel- 0603 663796 



PEATS ELECTRONICS 
1V7, rarnell Street 
Dublin L 
It* Land 

Tel. 0001 727799 

SILICON CENTRE 
7, Antigua Street 

I Lli nhu ru h 

Scotland 
Tel 031 «7 

SOFTWARE. f.XPRt.SS 
212, Broad Stmt 
Birmingham 
BIS 2AY 

Tel. 021 643 9100 

SOFTWARE EXPRESS 
9 Exeter Street 
Plymouth 
Devon 

Tel. 0752 265276 

AS. WOOTTON & SON 

lift. f.'dle*t«n H«ud 

Crewe 

CW2 7IID 

Tel. 0270 214118 

YORK COMPUTER CENTRE 

9, Davygale Arcade 

Davy gate 

York 

YOl 25 U 

iel. OVO+ 641862 



ABC 

Contact Mike Donoghue, 135, St. 
LKmanls Hood, Leicester, LE2 3BZ. Tel. 

700190. Retailer and hath. & b\l 
and ST user groups. 

A.CX USER CROUP 

Contact Martin SAarpr, 2ft, Bnwklyn 
Court, Bradford Kiujit, rlfiklmjtun, 
West forks. BD10 4TI- Tel-0274 851131 
•|24 hours)- Monthly meetings, newsier 
lei, trips, discounts etc. 

ATARI USER GROUP 
(IRELAND) 

Contact 100, Silloge Avenue, Bally- 
mum, Dublin 11, Ireland Tel Dublin 

425918 

BESTWOCDS-BIT USER 
GROUP 

( nr:iini Drivkl Tuykn, 60 SU'vcnholmt 
ClCHenl. Bertwixnl Park, Nottingham, 
NG5 SJW. Tel 0602 2097 J5. 8-bit local 
USert .. .ril\ 

lit) U KNLM OUT H AND POO LP 
ATARI USER GROUP 

Cancan Colin Hum. 2AH, Wirnrxirnf 
Road. Dakdale, Poole, Dorset. ST. « hit. 
hardware and software development. 

bury st, edmunds users 
group 

Contact Gary Brummaae, 22, Ridley 
Wood, Bury St UmmjikK Suffnlk, W'.V.i 
.iHrv mr.jM? vend 5 At for details, 



FaST (Fast ST Bask User* 
Group) 

Contact Simon Rush, 42 York Rood, 
Kaylelgh, Essex, SSfi 8SB. Tutorials in 
Bask and 68000 SAE for full details 

FLOPPY5HOP ST 

Omiutt 5levr Deluney, 50, SUtWQCl <■ 
cent. Northtrtld, Aberdeen. AB2 55ft. 

Iel. D224 ISV1H24. 

lhv GATEWAY CLUB 

Contact Phil Herherer, I6*d RadcUffe 
Road, Lakenheath, Suffolk. Tel. (Ens- 
well) 2363. All computer club with Atan 

section- Meets once a month 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contact Glenn Uader 143 Richmond 
RchjcI, Lcylonsionr, London, til <5T. 
Tel. 01 556 0395. XL,XE, 5T users. Greal 
newsletter and PD library 

LUG S (LEEDS USER GROUP) 

Contact Dave on 0532 71773 2 anytime 
1050, 810, cassette users wekume- Send 
5AE to P O. Box TP 7, Leeds, w. rorta 
15 12 SPG 

MACCLESFIELD COMPUTER 

o i;r 

Contucl Peter Solomon. Tel. 0625 20782 
evenings and weekends. All computer 
cluh with Atari section. Meets fort- 
nightly, 



MLRSEYSIDE ATARI CLUB 

£."■ >ri r(ii.1 Mikr l.ym h, 2-\. Oukd^nf Road, 
AnField, Liverpool, Merseysldc, L4 2SB 
Tel 05 1 264 8435. ST ONLY Regular 
meetings, newsletter and more. 

NORTHERN ITALY ST FANS 

Contact Carlo bianchlnl, Vlale Argonne 
12. 27100 PAVIA, Italy 

RAGE HARD A.U.G. (8-Blt) 

Contact Tony Longworth, 13, Greenfield 
Road, Little Sutton, South Winral. 
Cheshire, L66 1PE. Tel. 051 339 0405. 
For 8-bit users everywhere. Send s.a.e. 
for details. 

ROCHDALE ATARI COMPU- 
TER ENTHUSIASTS (R.A.CE.) 

Contact The Secretary, P.O. Box 1, Roch- 
ciiilr. liJiicsOllJ A It J.. S.U. apiueciared. 
All Ataris, meetings fortnightly 

SIGATARI 

Contoii < LU-n n I. wider, 143, Richmond 
RcXid, [vylerisrorii*, I.;ijk1imi, hi] 4 til. 
T«l 01 556 0393. Far those Interested Ln 
nidce unusual applications. 

STARLIGHT ATARI CLUB 

Contact Douglas Woodcock, 8.. Ethnard 
Road, Peckham, London SE15 1RU. Tel. 
01 639 3109 after 5 pm. Members with 
disk drives (8 bit), 



USER GROUPS 



ST CLUB 

Contact Paul Glover, P.O. Box 20, Hert- 
f'orci S! i ANN Mull iuilyi?) Worldwide 

VTB ATARI COMPUTER CLUB 

Contact Christian Delabarre, Hekstraat 
7. 9050 Evergem, Belgium. Tel. 
091^26.29.29. For X1,XE,ST. Organised 
talks, visits etc. 

WORLD ATARI PENPALS Int. 
Um* Croup (WAP} 

Contact Max Terveen, klagerhorst 8, 
Alphen afd Rijn, 2402 LP, The Nether- 
lands. Tel. 01 720 4S583. Members in 
U5A, Canada, France, U.K., Greece, Ger- 
many. Suuiii Arabia. Have circulating 
■ li-k ih- jnd ST). Mail only. 

Do you want others to know ohout 

v...iir .:jr:iij|i:' S*-Jid detuLls above 
0MLY (5 words max. an Members!) on a 
plain sheet of paper headed RESOURCE 
FILE - USER GROUPS. That's all you get! 
We will not publish any other details 
such as meeting times and places lend 
to change. Appoint someone responsi- 
ble to handle any engumes received. 



BBS 



Nurru-: Ci A M 1. 1 NG A V THUS 

Number: 07*7 50S1 1 

Hours: 24 Hours 

Bond: 300 - 2400 

Feoiunes: Atari SIG and program 

library 

Name: THE VILLAGE 

Number 01 464 2516 
Hours: 24 Hours/ 7 days 
Baud: V21, VZ2 f V22BIS, V23 
Features: B bit area, ST area, CP/M 
area 

Nurrn? INTOMATIOJUE 

Number: 0001 764^42 (Dublin) 

Hours: 24 Hours 

&aud: 300/ 3 0( I and 75/1000 

Features: ATARI SIG and program 

library 



Name: CHARLY 
Number: 045 1 /3 1642 from Ger- 
many 010/49/451/31642 from 
England 

Hours: 24 Hours/7 days 

Baud: 300, Bnl 

Features: Atari &-bit and ST areas. 

P.D. software. Some German 

required! 

Nam*: THE ARK 
Number: 021 iSi 5486 

Hours: 24 Hours/ 7 days 
Baud: 300 or 1200/75 
Features.: 8 bit with Downloads, 
hints., swaps etc. 

Name: CRYSTAL TOWER BBS 

Number: 01 886 2813 
Hours: 24 Hours 
Baud: 300 to 2400 
Features: Atari section which 
needs your support! 



Name: THE GNOMF AT HOMI. 

Number: 01 8B8 B894 
Hours: 24 Hours/7 days 
Baud: V23 viewdata 
Features: ST area frame "1632.0ff. 
ST Babble .si a n s on Uumv 
* 1632.9* 

Name: CBABBS 
Number: 021 430 3761 
Hours: 24 Hours/closed Thurs- 
days 

Baud: 300 

Features: ST/8- bit, Email to USA 
and Canada 

Name: LEICESTER CENTRAL 

Number: 0533 700914 
Hours: 24 Hours 
Baud: 300 and 1200/75 
Features; B bit area and 5T w?u 



PAi'ml 6 reserves the right 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE 6 
can accept no responsibil- 
ity for the accuracy or 
completeness of an entry, 
Fleose tell us if you find 
any entry out of dote, 



0 
0 
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PAGE 6 ACCESSORY SHC 



BOOKS, DUST COVERS and P.D. SOFTWARi 

HUNDREDS OF ITEMS IN OUR FREE CATALOG 





40 

MORE 
GREftT 

, r '-RJflHl 

CJ \"~< SIMULATOR 
' ftDVENTlRES 



Just a few of the books in stock for both XL/XE and ST 



XL/XE 

PUBLIC DOMAIN 




The largest selection of PD sof- 
tware available anywhere - 
prices from £2, SO 



DISTRIBUTORS for 
FASTER ST DISK 
ST NEWS 

The World's best disk based 
ST magazines 



DUST 

COVERS 



ST 



PUBLIC DOMAIN 





We were doing Public Domain 
for the ST long before the other* 
- why buy our software from 
someone else when you can buy 
the best direct? 





Every imaginable 
dust cover 

P.O. BOX 54, STAFFORD, ST1 6 1 DR, ENGLAND 

Telephone 0785 21 3928 Catalog HOTLINE 0785 57005 



